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3 «i GAMES THAT PROVE XBOX 
C / WILL BE #1 IN 2004 [P.50] 
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YOUR FIRST LOOK AT THE NEXT GREAT STAR WARS FIRST-PERSON SHOOTER [P.38] 

PLUS STAR WARS: BATTLEFRONT: IT’S BATTLEFIELD 1942 WITH EWOKS! [P.44] 



SPLinTER CELL 

pnnDORn xomoRROiij 

WE’VE PLAYED IT! THE FULL STORY INSIDE! [P.52] 
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"AN INTENSE STORY, AN INSANE AMOUNT OF DETAIL, AND EVEN MORE WONDERFUL GAMEPLAY." 

GRADE: A. UGO 


"AS ADRENALINE-PUMPING AS ANYTHING YOU'D SEE ON THE SILVER SCREEN." 

★ ★★★★GAMESPY 


“STUNNING...MAX PAYNE 2 IS JUST A REMARKABLE PRODUCTION." 

EDITORS' CHOICE AWARD. GAMESPOT 




A FILM NOIR LOVE STORY 


WWW.ROCKSTARGAMES.COM/MAXPAYNE2 

WWW.MAXPAYNE2.COM 





Compelling military/scienc 
, fiction storyline will turn 
glayers upside down 
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hand-to-hand combat ant 
' weapons-based fighting. 


(.PROJECT-BREAKDOWN CC 


Fight a legion of 
super-human soldier 








Multiplayer mayhem 
on Xbox i_i\se 
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WORLD 


Diplomacy Is Primary Weapon in 
America’s Quest to End Indonesian Crisis, 


By Eric C. Baldwin 

GLOBALJPRESS NETWORK. 


• A govern me 


Visit www.esrb.org or 
call 1-800-771-3772 
for Rating Information. 


THE NEW DAWN OF STEALTH ACTIO 


REVOLUTIONARY 
fULTIPLAYER GAMEP 


M FISHER, A DEADLY SPLINTER CELL OPERATIVE WAGING A C 
TERRORIST NETWORK. YOU ALONE HAVE THE FIFTH FREEDOI 
YOUR OBJECTIVES BY ANY MEANS NECESSARY. 


WWW.SPLINTERCELL.COM 



















"UNIQUE AND WILDLY AMBITIOUS." 

ELECTRONIC GAMING MONTHLY 

.REVOLUTIONARY ONLINE-MULTIPLAYER ACTION." 

GMR 
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074 James Bond 007: Everything or Nothing 
076 True Crime: Streets of L.A. 

077 Grand Theft Auto Double Pack 
078 Counter-Strike 
Dinosaur Hunting 
079 Battlestar Galactica 

Terminator 3: Rise of the Machines 
Cat in the Hat 

Mission: Impossible—Operation Surma 
080 NBA Inside Drive 2004 
NFL Blitz Pro 
Freestyle Street Soccer 
Ultimate Beach Soccer 
081 Max Payne 2: The Fall of Max Payne 
082 Harry Potter and the Sorcerer’s Stone 
Harry Potter: Quidditch World Cup 
Sonic Heroes 

Broken Sword: The Sleeping Dragon 
083 The Sims: Bustin’ Out 
084 Deus Ex: Invisible War 
085 Tony Hawk's Underground 
086 Midway Arcade Treasures 
SpyHunter 2 
1-Ninja 

Spawn: Armageddon 
087 NFL Street 
Whiplash 

088 Tom Clancy’s Rainbow Six 3 
090 Maximum Chase 
R: Racing 
Ford Racing 2 
Carve 


Magic the Gathering: Battlegrounds 
Arx Fatalis 

Elder Scrolls III: Morrowind GAme of the 
Year Edition 

Sphinx and the Cursed Mummy 

2 Legacy of Kain: Defiance 

3 Armed and Dangerous 

1 Secret Weapons Over Normandy 
Wrath Unleashed 
5 Cabela’s Dangerous Hunts 
Carmen Sandiego: The Secret of the 
Stolen Drums 

Tom and Jerry: War of the Whiskers 
MTV’s Celebrity Deathmatch 
3 Prince of Persia: The Sands of Time 
7 Beyond Good & Evil 
3 Robin Hood: Defender of the Crown 
Star Wars Jedi Knight: Jedi Academy 
Blowout 
The Hobbit 

3 Dance Dance Revolution Ultramix 
NHL Rivals 2004 
3 Project Gotham Racing 2 
I Fallout: Brotherhood of Steel 
Curse: The Eye of Isis 
Conflict: Desert Storm II—Back to 


050 

X04: The Year of Xbox 

In some Asian cultures, it’s the Year of the Monkey. 
Here in the States, 2004 is shaping up to be the year 
of Xbox. As Microsoft’s console stretches into maturi¬ 
ty, take a 22-page journey into the future with XBN for 
an exclusive look at the games, developers, and 
trends that will define the biggest year in gaming yet. 
We promise—all killer, no filler. 


World Championship Pool 2004 
Silent Scope Complete 
Crouching Tiger Hidden Dragon 









102 Rewind Selecta 
108 Tips and Tricks 
















































Use of Alcohol 
Violence 


monsters, unrivaled 
antlSKplosive spells 


PlayStation 2 

















“An online western shooter that 
would do Clint Eastwood proud." 

- IGN XBox 


“From the saloons to the stunning horseback gameplay, 
Dead Man's Hand looks and smells 
as bad-ass as you can possibly imagine.” 

— PLAY Magazine 
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Last Issue... 

The scantily clad Dead or Alive 
fighter Lei-Fang brought forth a 
“come hither, and bring some cash’’ 
look, and you bet your powdered 
dandy’s bottom you went thither. 
Issue #11 of Xbox Nation then 
proceeded to wow you with its 
massive reviews section wherein 47 
games came under scrutiny and a 
gargantuan Ultimate Xbox Buyer’s 
Guide that, of course, was too 
gargantuan to consider recapping in 
this short space. Tidings of great 
joy came in the form of an interview 
with Will “The Sims” Wright and a 
peek at BioWare’s new skull¬ 
crushing RPG Jade Empire. In all, it 
truly was a Merry Christmas, Happy 
Hanukkah, Fine Festivus, 
Stupendous Spendover, and Killer 
Kwanza. But only if you bought two 
copies of the magazine. 



XBN@ziffdavis.com 


Music Hath Charms 

I want to buy Xbox Music Mixer for 
PC to Xbox connectivity, but I’m still 
running Windows ME. The Xbox Web 
site says XP is required for the Mixer 
PC transfer tool to work. Do I really 
have to upgrade my OS in order to 
utilize this feature? Don't tell me 
Microsoft has alienated ME, 98, and 
Macintosh users! 

Richard Lopes 

Certainly not. 

We’ll let Microsoft tell you that. 

“Xbox Music Mixer has a number 
of technical innovations including 
the ability to connect Xbox to a 
personal computer via a home 
network—a first for any title in the 
console industry,” a Microsoft repre¬ 
sentative, possibly a computer itself, 
said. “While enhanced features are 
available for use with the PC, Music 
Mixer was designed so that the 
product does not require a 
computer. All you need is the Xbox 
itself—there is no need for a PC 
to enjoy the fun and compelling 
experiences available with the title. 

“For those who choose to use the 
PC features, we focused on creating 
an easy to use, safe, secure 
Windows XP solution first because 
that’s what the vast majority of our 
users have as a PC platform. As 
usual, we'll track consumer 
response to this product and 
listen to what consumers want to 

Second Opinions Needed 

I have no problem with games I like 
getting a poor score in your reviews; 
after all, to each his own, right? I do, 
however, have a problem with having a 
single reviewer review all four major 


basketball releases, since it prevents 
the buyer from getting an objective 
picture. While I disagree with Jeff 
Pearlman’s assessment of NBA Live 
2004 and ESPN NBA 2004, my 
concern is that having the same 
reviewer cover competing games in a 
single genre severely limits any objec¬ 
tive value your reviews may have. 

Here’s what I propose: Have 
another reviewer offer a second 
opinion, especially when it comes to 
competing games. It’ll make your 
reviews more objective and prevent 
having a single person’s tastes influ¬ 
encing your entire readership. That 
said, keep up the good work! 
Matthieu Raillard 
Charlottesville, VA 



“Two lines saying a certain game is 
so last week does not make for a 
professional review. ” TedB iggs 


Roger Ebert, but sadly, Xbox Nation 
has neither the time nor the 
resources to present two equal¬ 
sized reviews for every game. 

It’s always been XBN’s belief that 
reviews should be authoritative. 
That’s why we only have one 
reviewer per game—because choos¬ 
ing the right critic means not 
needing to rely on a second opinion. 
That’s why we handpicked Sports 
Illustrated writer and longtime 
console fan Jeff Pearlman to 
tackle our baseball and basketball 
game reviews. 

More With the Goodness 

I enjoy XBN as opposed to the official 
magazine because I feel I am getting a 

everything isn’t the greatest game 
ever. All games in that other magazine 

My problem with your reviews is 
that your reviewers seem ridiculously 
jaded to the point that they are insult¬ 
ing. Many of the reviews seem to be of 
the variety, “I don't like this kind of 
game anymore...four out of 10,” or “I 
played this game or one like it on my 
PC/other console last year...three out 
of 10.” Two lines saying a certain game 
is so last week does not make for a 
professional review. 

I do not care if you played the game 
on another system, or your PC. I don't 
care if this is your kind of game, or if 
you feel snubbed that you didn’t get 
the hot game this month. You are 
professional writers who say you want 
to give the real, nonpolitical scoop on 
new and cool Xbox games. I’d love to 
know how good a game is on its own 
merits, do the controls work, does it 
do the task its genre of game is 
supposed to, is it entertaining. 

The other magazine has a demo 
disk. I need something else from you 
guys besides an attitude of “if you 
don't know about this game already, 
then I'm not going to tell you about it!” 
A little objectivity goes a long way. 

Ted Biggs 
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Created by Legendary Anime Innovators: 
Katsuhiro Otomo {Akira, Metropolis * the highly 
anticipated upcoming ^ eamboy) 

Satoshi Kon (Tokyo Godfathers, Millennium 
Actress, Perfect Blue) | ' 

Koji Morimoto (The Anfmatrix, Akira) 

Tensai Okamura (igolfs Rain) 

Bandai Visual (Metropolis, Cowboy Bebop) ' 


Unforgettable 


Unbelievable 


A Must-Have For 

AnimoFaiK! 


We passed your letter around the 
office, Mr. Ted Biggs and your heart¬ 
felt words elicited the following 
responses from XBN’s editorial and 
art staffs: 

Evan Shamoon: “Not fun at all. 
Two out of 10.” 

Greg Orlando: “Ragging on XBN 
for its reviews is so last letter. Three 
out of 10.” 

Che Chou: “Where are the 
specific criticisms? Three out of 10.” 

Simon “Meet the new boss, he’s 
the same as the old boss” Cox: 
“Sigh. If anyone needs me, I’ll be 
lamenting the loss of the British 
Empire. Or at lunch eating 
something with blood and kidneys in 
it. Four out of 10.” 

Cindy Lum: “Whatever. Three.” 

Andrew Mendoza: “Bad font 
usage on the email. Two.” 

Logitechnically Incorrect 

In your "Hot for the Holidays” feature 
(issue #11), you described the 
Logitech wireless controller as 
“Completely cordless.” You said the 
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COnVERGEnCE 
COPIES HOPIE 



Anywhere, anytime ; 
Let your Xbox lead 

Xbox Nation probed the stew of blood, 
testosterone, silicone, and tears that is 
the Consumer Electronics Show 2004 in 
Las Vegas, and returned with a taste of 
the future. At least, one William H. Gates’ 
particular version of it.... 

Microsoft has been plugging the 
unwired, interconnected lifestyle for some 
time now; with the announcement of its 
Media Center Extender Technology, the 
press and public finally got a good look at 
how that might become a reality. Media 
Center PC owners can soon wirelessly 
access their digital library of live and 
recorded television, photos and movies, 


Microsoft just wants you to be entertained, 
the way! 


wherever th 
media all the time is possible—pausing, 
for example, a movie in one room and 
then resuming it in another. This is accom¬ 
plished via a set-top box like Microsoft’s 
Media Center Extender or additional 
hardware—which includes Media 


Center-equipped TVs and handheld 
devices—in development from a veritable 
who’s who of equipment manufacturers. 

So if you already own an Xbox, why 
should you care? Because someone in 
Seattle was thinking ahead when they 
decided that Bill’s black box would serve 
as a perfect node for the Media Center’s 
deluge of digital possibilities. Hence, the 
Xbox Media Center Extender Kit—an 
application DVD, installation CD-ROM, 
Media Center remote, and IR receiver— 
which is slated to ship late this year 
(pricing and release date specifics have 
yet to be revealed). Blake Fischer, content 
planner at Microsoft, shed some light on 
some of the possibilities, like accessing 
your MP3 collection—wirelessly—from any 
room in the house (up to five instances of 
the Media Center interface can be run 
simultaneously). The kit also includes Xbox 
Live functionality; Gamers on your friends 
list can invite you to an online match even 
while you’re pursuing other, less interac- 
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qualities. Atari announced 


a short film, Run the 
Gauntlet, courtesy of 
RSA—Ridley Scott's 
commercial production 
company—in January. 

First revealed in rough-cut 
form at the Driv3r launch 


event in San Francisco, 
the three-minute 




XBOX 5.1 SURROlinD SOURD SVSTEm 

For the Xbox owner who has just about everything 


-1 Unveiled at CES 2004 was the 

| Xbox 5,1 Surround Sound 
\ System, comprised of five satel¬ 
lite speakers, an 8-inch subwoofer, a 
300-watt amp and decoder unit, and a 


$500 price tag. That’s a hefty sum, to be 
sure, but it’s aimed at that mjuch touted 
mid-20’s consumer with disposable 


optical, one coaxial), single analog audio 
and USB inputs, and a headphone jack 
enable plenty of auricular options. 

The speakers use Omnipolar 
technology, dispersing sound in 360 
degrees, instead of the more limited cone 
of sound put out by more conventional 
speakers. The idea is that by re-creating 
the same “natural” ratio of direct to 
reflected sound (70/30), the Omnipolar 
system will generate an actual, three- 
dimensional soundstage, effectively 
engulfing the listener in sound, regard¬ 
less of where they’re seated. 

Sounds nice enough, but the flimsy 
confines of pre-fab conference hall 
meeting-room walls are far from suitable 
for demonstrating any speaker setup’s 
effectiveness. An in-depth, isolated 
demonstration should prove to be far 
more revealing. SphereX has plans to 
reveal and release additional Xbox- 
related accessories in the future; the 
Xbox 5.1 Surround Sound System rolls 
onto store shelves in March. 
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lot a mere battle of brawn. In this world, war must be waged with a wary hand; Journey from land to land, battle to battle as you deftly 
r of demons, centaurs and dragons. Exploit their strengths. Mind their weaknesses. Slash, claw and slay your way to power - and if you 
wrath. Cast magic spells. Pit darkness against light. Bend fire, wind and water tb'your will. And’ ultimately dominate the world. 


PlayStation, 2 


wrathunleashed.com 
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goodness you can grab from Xbox Live 

Downloads... 


Madness 3 

Car Pack #1, Track pack #1 
Why it’s cool: Nothing screams “fun” like a fuel-injected dumpster 
Welcome to Obviousville: “We wanted to offer more options to 
Midtown Madness 3 so adding more vehicles and tracks was a 
natural choice," Product Manager Adam Kovach says. 


NBA Jam 

Download: Halloween Team 

Why it’s cool: Hardball horror? It’s just wacky enough to work. 
Offensive Team: “Take Mummy, Witch, and Nightmare on the 
court to do battle against the current NBA teams (and the 
unlockable teams).” —Acclaim Press Release 


new course for Links 2004 will be available 
every two or three months. 

• Midtown Madness 3: October saw the 
release of Car Pack #1, which included 
Ambassador, a 1940s era luxury car, 
Shopper, a shopping cart with a motor and 
R4000, a modem sports coupe. In 
November, the first of two track packs 
became available, featuring 20 tracks 
each. Each pack, the first set in 
Washington, D.C. and the second in Paris, 
will contain 10 Blitz tracks and 10 
Checkpoint tracks. 

• Secret Weapons Over Normandy: A 
new fighter, The Kawasaki Ki-61 Hien, and 
a new single-player mission, Last Chance, 
are now available. Also: a new camouflage 
skin for the Betty bomber. 

• Tom Clancy’s Ghost Recon: Island 
Thunder: New missions: “Oil Refinery,” 


“Beach Mission,” and “Ghost Town” are 
up for grabs. Also: MP Map Mission Pack, 
Train Depot, and Aurora Missions. 

• Tom Clancy’s Rainbow Six 3: A new 
multiplayer map set at a carnival now 
available for download. 

• Tom Clancy’s Splinter Cell: The Vselka 
Submarine and Vselka Infiltration levels are 
now available. 

• Xbox Music Mixer. Four new Xbox Music 
Mixer karaoke song bundles are now avail¬ 
able for download, and more are soon to 
follow. They come at a price of $9.99 per 
bundle, each containing five tracks. 
Currently available bundles include 
Alternative Rock Vol. 1, Best of '80s Pop 
Vol. 1, Best of ’90s Rock Vol. 1, Children's 
Vol. 1, Christmas Vol. 1, Classic Rock 70s 
Vol. 1, Country Female Vol. 1, Country Male 
Vol. 1, and Karaoke Classics Vol. 1 and 2. 


n not a typical 
ent download" enabled 
jpHe, Beyond Good & Evil 
contains a few interesting 
online features. By pointing a 
Web browser to 
www.beyondgoodevil.com, 























Stealth ninja action on Xbox featuring Xbox Live. 
Coming March 2004. 


attacks in 11 breathtaking 
levels using over 20 authentic 
ninja tools and weapons. 


Take on enemies with a friend 
in co-op mode or go head-to- 
head in death matches online 
via Xbox Live'" 


Discover exclusive Xbox’' 
features, from unique single¬ 
player maps to new abilities, 
tools, combos and characters. 


Live by honor. Kill by stealth. www.returnfromdarkness.com 
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thing: a legendary 
quality. Featuring a host 
of cool wrestlers such as 
Bruno Sammartino, Bob 
Backlund, "Superstar" 
Billy Graham, and Hulk 
Hogan, the Legend 
games offered a lot in 
the way of personality, 

’ .but little in the way of 
polish. With a compli¬ 
cated combination and 

awkward wrestler 


with Showdown: 
Legends of Wrestling, 


superstars such as the 
Ultimate Warrior, Sting, 
Randy “Macho Man" 
Savage, “The American 
Dream” Dusty Rhodes, 
and Jake “The Snake" 
Roberts. A new grappling 
system has been created, 
one Acclaim has dubbed 
“Ready to Brawl” for its 


5hvhGE SHOlilDOliin 

Snap into Xbox Nation’s beefiest, spiciest, most nitrate-laden interview ever! 


Whether he’s extolling the 
virtues of jerked, salted meat 

- products (“Snap into a Slim 

Jim!”), dropping phat raps, or laying the 
smack down on some pencil-necked 
geeks, Randy “Macho Man” Savage 
remains a larger-than-life figure. 


XBN: What do you feel was youi 
greatest match ever? 

Savage: Oh, there are so many gi 


studio, where he’s mounted a career a: 
a rap artist whose first CD, Be A Man, 
was released in September 2003 (on 
sale at machoman.com). 

Now, the sunglasses-clad superstar 
enters the videogame arena as 
spokesman for Acclaim’s Showdown: 
Legends of Wrestling, the much 
anticipated game slated to hit in April 
2004. Xbox Nation sat down with 
Savage to find out—ooohhh 
yeeeaaahl—what makes this legend ticl 


XBN: Has Acclaim made you the 
toughest wrestler in the game? 

Savage: Oh yeah, I’m the toughest, 
definitely! One “Ohhh yeeahh!” and a 
flying elbow from the top rope, and tt 
Macho Man will be on top! 

XBN: You’ve publicly challenged Hl 
H ogan to a fight. Why? 

Savage: Well, he disrespected my f 


as a rock and roller growing up, am 
hen hip-hop came around I really g< 
to it. Last year I got the opportunity 
> a rap record, and it’s just been gri 




three- and four-way 
variety. Popular wrestl 
Brett 'The Hitman" Hs 


XBN: Who’s the greatest wrestler 



ime Poes Pay...Doesn’t it? P> Stealth Release at Sundance ^ Online Foes, Real World Woes 
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PICTURES 


Heliboy-fVSovie.com 
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BALLS RPLEOTV! 

Last year’s crop of baseball games for the Xbox was an embarrassment of riches, with no less than six 
titles for fans of the gentleman’s game to choose from. This year's lineup is a bit leaner—thanks in part to 
one major player not entering the field (see sidebar)—but no less impressive. Sporting some serious love 
of the game, 2004’s playoff contenders should make for some tough choices as to which title to go with 
to satisfy your stickball needs. 


mVP BASEBALL 2004 (Efl SPORTS) 

Most valuable without online play, that is.... 


and solid gameplay. Another year of 


Last year's entry from EA 
Sports was the first under the 
new MVP Baseball moniker 
and signaled an end to the Triple Play 
franchise (which was actually killed off 
a while ago). While not the best game 
of last year, MVP was the most 
promising, with some killer graphics 


polish has resulted in a game that 
should not only give ESPN a run for its 
money, but could be one of the most 
innovative baseball games in a long 

The most important thing for any 
baseball game, or any sports game for 


that matter, is recreating the “feel” of 
the game. MVP does an outstanding 
job of that by giving gamers more 
control over their players. Fielders now 
have throw meters to control how hard 
and accurately they throw. Pitchers do 
too, so pitching is more complicated 
than just picking a pitch and a zone 
and then hitting a button. You’ll have to 
control your throw almost like a golf 
swing to be effective. 

Hitting was a major concern for the 
developers, and the improved swing 
mechanics and ball physics feel closer 
to the real thing than ever before. None 
of this power swing versus regular 
swing (as if real-world players do that), 
but you will have control over where 
you swing in the zone, and the results 
are utterly believable. 

As with all of EA’s sports games, the 
level of refinement and access to 
licenses is top notch. Not only does 
MVP sport some classic Hall of Fame 
players, but it also has the full AA and 
AAA minor league licenses (although 
not their parks—a minor bummer), 
something never seen in a baseball 
videogame before. So you'll get to play 
with your team’s top real-world 
prospects as well as the superstars. 

The game looks outstanding too, 




with lifelike facemapping and realistic 
animations that are keyed in to the 
variations on where the ball is moving. 
The first basemen alone will show all 
kinds of jumps and stretches and 
scoops to recover poorly thrown balls. 

Once again, as with all of EA Sports’ 
games, MVP Baseball will be the one 
to beat this spring. 


ONLINE? 
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No 

Yes 


COMMENTATORS 

Mike Krukow & Duane Kuiper 

Steve Lyons & Thom Brennaman 


RELEASE DATE 

April 

March 


COVER BOY 

Albert Pujols 

Derek Jeter 

mm 

CLASSIC PLAYERS 

Yes 

Yes 


FRANCHISE MODE 

Yes 

Yes 

■i 

MOST EXCITING FEATURE 

AAA & AA Minor League Licenses 

FielderCam 
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ESPN MAJOR LEAGUE BASEBALL 


Yes 

Jon Miller & Karl Ravech 
March 

Jason Giambi 

No 

Yes 

ESPN Presentation 


Yes 

Tim Kitzrow & Jim Shorts 
June 

Jim Edmonds 

No !?■ I 

Yes 

! 


Flaming Balls 
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□ Each issue, Xibox Nation pops the quiz on an Xbox game designer to find out 
just how much (or little) they actually know about games. The premise of our 
test is simple: We show our guest a series of in-game screenshots and let 
him or her tell us not only the name of the game, but also its relevance to their own 
body of work. By discussing various external influences, we hope to gain insight into 
their own creative processes. 

In anticipation of our Ninja Gaiden review next issue, we’ve tracked down 
Tomonobu Itagaki, Tecmo’s bread-and-butter action-game designer, to divulge 
ancient ninjitsu secrets, as well as a thing or two about this little hobby of ours 
, called “videogames.” 


Good. I didn't mean to copy tl 
military freak. I spend a lot of 1 


Xbox Nation: So 


s franchise 


agaki: Just so you know, I had no ir 
akirtg a sequel to the Ninja Gaiden 
viving the franchise. I wanted to ms 


XBN: We see a lot of similarity with the styles 
between Shinobi and Ninja Gaiden, not so muc 
the style of the graphics but in the quick 
movements, dashing attacks, and the wall runn 
that’s featured prominently in both games. 
Itagaki: I’m a big fan of [an old Shinobi prequel] 
Shadow Dancer, so I went out and bought it. I 
played up to, like, the. fourth stage or so and pre 
much figured out the system. In Shinobi, the 
gameplay is that you have to slash a bunch of 
locked-on enemies in order to produce cool-iooF 
results at the end—as some sort of reward. I 
disagree with this premise. I think cool-looking 
results should come out of moment-to-moment 
action sequences, where the player is given 
complete control. Personally, I enjoyed [Shinobi’i 
gameplay] system because I like cheesy Japane: 
drama action. But as a game designer for Tecmc 
don’t think it’s what people want. 


decided 


fion-game 




XBN: Does Ninja Gaiden on Xbox continue 
story of the old 8-bit games? 

Itagaki: The story will be completely new this 
I’m not so certain it’s even a good idea for me 
work off of a story that was written by someor 
even though the rights are owned by Tecmo. \ 
worked on the first Dead or Alive, I had to get 
permission from the then-president of Tecmo i 
chairman of the company) to use Ryu Hayabu 
character in the game. The requirement, of co 
was that I had to understand what the charact 
all about, so I had to do a bit of research on rr 


Itagaki: Eh' 


I_ XBN: Yes, by F 

Japanese Xbox game 
the system’s powerful 
Itagaki: I really respect 


Saturn):Dead or Alive 2 (Dreamcast, PS2), Dead 
or Alive 2: Hardcore (PS2), Dead or Alive 3 (Xbox), 


, x BN . yy e ||, here’s another ninja game. 

2 Maybe this is one of your competitors? 

Itagaki: Ah, this is Sega's game, Shinobi. You 
know, my game also features a helicopter, but I’m not 
so sure about trying to make players slash the 
helicopter with their katana [laughs]. So, in Ninja 


POP QUIZ 

Gaming genius or merely the queen of fighters? XBN 
puts Ninja Gaiden's Tomonobu Itagaki to the test. 








Ninja Gaiden 


Otogi: M yth of D emo ns 

Publisher: Sega 
Developer: From Software 


Tao Feng: F ist of the Lotus 

Publisher: Microsoft 
Develo per: Studio Gigante 






























appealing fo 
le emotional 


moves, 


different moves t 
damage on pape 


totally 


s lack this sort of graphical 
only on specs and number 
ase away casual gamers. 


fighting game 


cd S 7 -' >: 


o problems with Soul 
existing hardcore fight 
DOA to appeal to mor 


Virtua Fighter 2 


i just hardcore fight 


Itagaki: 


: gameplay or game sy: 
ire complicated than th 
i make it better. My go. 
tave fun with the game 
oroughly understand tf 
e gamers are always e; 


is for someone 
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gameplay. Hari 
master a fightii 
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the game, 


jbtleties i 


lo is to constantly twi 
t's intricately perfect, 
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Yup, Star W a rs i s still popular 


Tork back from the dead? 
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RREfi 51 

Shhhh... It’s a secret installation! 


Naturally, splitscreen, system link, and 
Xbox Live multiplayer modes are sched¬ 
uled for inclusion, as are all the FPS 
standards: eight sprawling levels include 
exploration, puzzle solving, secrets, and 
ample opportunity for alien annihilation. 
Prolific film and TV creature designer 
Stan Winston has been signed to lend 
his 30-plus years of experience to the 
game's assorted alien monstrosities, 
while composer, producer, and Nine Inch 
Nails founding member Chris Vrenna will 
lend his abilities to the score. 

Scheduled for a Q4 release, the 
Inevitable-developed game is being 
pitched by Midway as no less than "the 
ultimate ‘sci-fi meets government cover- 
up’ first-person shooter”—an honor still 
held by 1998’s Half-Life. In any case, the 
perpetual popularity of so many similar 
shoot 'em ups suggest that—for now, at 
least—one more solid sci-fi shooter is 
always a welcome thing. 


□ You can't fault Midway for 

playing if sale. Case in point: 

■ ft's remake of the seminal 
SpyHunter was deemed a vrorthwhile 
effort largely due to the updgie’s adher¬ 
ence to the-2D original’s winning ways. 
And so it goes with yet another arcade 
update: the ultrapopular light gun 
franchise Area 51, which has been 
as—no surprises her®-^a fifet- 

cfiwiW 

Lt. Nick Cross, 
is tasked wiih Infiltrating the 
U.S. governments'’ worst kept secret: the 
titular Area 51, a locale steeped in UFO 
lofe and quitd possibly home to an extra¬ 
terrestrial threat. The twist? During his 
investigation, Cross becomes infected 
with a “biological mutagen,” transforming 
him into something more than human, 
and—conveniently—empowering him 
with supernatural abilities. So, it’s up to 
the player to save not only all of human¬ 
ity as a whole, but Cross’ life as well. 































It's survival of the fastest: R Racing Evolution thrusts you inti 
the intense Competition and heated rivalries of high-velocity 
professional racing. Adapt, or enjoy the exhaust. 


Experience the handling of realistic, high performance phys 


From the developers of Ridge Racer.' 


PlayStation. 2 
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Lovable, black-clad rogue 
Garrett will steal your heart. 
Then, most likely, he’ll shiv 
ie back before you can 
loot youjjcorpse, pick it up. 


perhaps the.onfe^wstysto avoid an 
unpleasant end. To emphasize'the 1;': 
tension, the game’s guards, contiijually-: 
chat to one another or themselves, 

commentary for. players. Guards see;® 


i either the first-person 


ective or the third, it’s your job | 
! your pockets while performing : 
t missions. Deadly Shadows 
; the third game in-the popular 
iries and the first iteration of 


ings; the A.I. allows them to become 
suspicious in graded levels. 

A gem on the gameplay screen 
serves as Shadow's only artifice, 
dimming when Garrett steps into ■' 
darkness a'nd brightening when he’s 
rih'th%lig%Tuncjicatihy'itfie quality-of a 
prospective hiding spot. 

Project Director Randy Smith 
showed (gwmLgame recently at Ion: 
SSLorm’s Texasjfiehdquarters, taking 
Garrett through a large, shadowy 
castle. Here, the thief used water . y 
arrows to douse torches to create 


Ion Storm’s director Warren Spector 
refers to Deadly Shadows as “the 
razor-sharp-focus game” 


shadows, jOT^^SlspeciaiSf^®^ 
SBbM urI walls to evaWdetecti6n,4fidS 
incapacitated guards witbjflash 
grenades that lit the game screen a 
blindirjg;<vliiite'‘ Shadows' innards 
/t&rne’pilfered from'Ion 

. Storm’s graphically sound and 


PUriCH-DRUnK LOVE 

EA’s Fight Night 2004 will knock you out 


Eidos serves a delicious hard-boiled yegg 


034 | 








Over $150,000* 
in cash and prizes. 


Register online 


Compete in 8 of the most 
popular console and PC titles. 



theVgames.com 


Look for The V Games 
Tournament in a city near you. 



Jacksonville, FL 
New Orleans, LA 
Houston, TX 
San Antonio, TX 


Atlanta, GA 
Nashville, TN 
Charlotte, NC 
Baltimore, MD 


Philadelphia, PA 
New York, NY 
Brooklyn, NY 


Columbus, OH 


Detroit, Ml 
Indianapolis, IN 
Louisville, KY 
Chicago, 1L 
Milwaukee, Wl 


Kansas City, MO 
Denver, CO 

Portland, OR 
San Francisco, C 


Las Vegas, NV 
Phoenix, AZ 
San Diego, CA 
Los Angeles, CA 
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ROCKSTAR GAMES PRESENTS 
TWO EPIC ROCKSTAR NORTH 
PRODUCTIONS TOGETHER 

ON 


GRAND THEFT AUTO III IS A NATIONAL DBS 
ITS SEQUEL BORDERS ON SOMETHING MO 


Violence 

1 Strong Language 
Blood and Gore 
Strong Sexual Content 






















The House That George Built deals the naked truth 
for Republic Commando , Battlefront 

Words: Greg Orlando Illustration: Andre Sibayan 


f ■■ is the season. At LucasArts headquarters in San 
™ I Rafael, CA,, there are presents under'the Christmas 
■ tree and Admiral Ackbar behind lucite.ihis ijreat big 
fish-eyes looking out across the reception room. Without an 
actor inside the fish-man’s suit,.Ackbar is immobile, silent, and 
seems excessively mopey. 

Despite the admiral in the translucent trap and some recent 
bumps oh fhe pavement—notably the cancellation of Full 
Throttle’s sequel and the resignation of company president 
Simon Jeffries—it’s hardly a Howard the Duck- style stinkeroo 
of a holiday season for LucasArts. Indeed the company 
has tidings of great joy for Xbox owners in the form of 
Republic Commando and Battlefront, two snazzy new Star 
Wars-themed titles. 

Commando offers first-person shooting and the ability to 
wreak havoc with a four-man squad. Battlefront drops players 
into multiplayer battles, online and off, with the Empire fighting 
the Rebels, and the Separatists pitting their might against the 
Republic. Seeing them in action well before their release may^ 
have been the greatest present ever received by a buncb’of 
intellectually shriveled, game-magazine-prodbcing^ troglodytes, 









Goin’ 

Commando 


Someone lei 


et the dogs of war out. 

le ranks of the 
Galactic Republic has festered and 
bloomed, and a separatist faction under 
the direction of dark Jedi Darth Sidious 
and Count Dooku seeks to shatter an 
enduring peace. It is a time of great dan-,, 
ger and greater evil. It is an uncertain 
time when the only real certainty is that 
it is time for action. 


Every piece of the action, every laser 
flash and bit of naked aggression 

is seen through the commando’s visor. 


It is time to send in the clones. 

Set amid the turbulence of the Clone 
Wars, LucasArts’ Xbox-exclusive first- 
person shooter Republic Commando 
brings the genetic duplicates in spades, 

squad-based special operations meant 
to illuminate a seldom-seen portion of 


the Star Wars universe. 

“We’re not making a hero game,” 
Commando’s director Tim Longo says. 
In Commando’s world, there are no 
Jedi. There are no Han Solos perform¬ 
ing dramatic rescues here, nor any 
Lando Calrissians leading desperate 
charges against an overwhelming foe in 
a fight to determine the fate of the uni¬ 
verse. Longo likens the game’s 
protagonist, a commando in the Grand 
Army of the Republic, to a special oper¬ 
ative—one who performs missions 
falling somewhere under the radar and 
far removed from the compound adjec¬ 
tive “high profile.” 

“We estimate there are about 10,000 
commandos [in the Republic’s clone 
army],” Longo says. “They’re specially 
trained with unique attributes, unique 
equipment. They're dropped behind 
enemy lines and left to their own 
devices to work in squads like Navy 
SEALs do. They might not see any sup¬ 
port for weeks at a time, so they need 
to improvise, just like an Army Ranger 


or Navy SEAL.” 

Commando takes place in the time 
between Star Wars: Attack of the Clones 
and the as-yet-untitled third prequel. 
Instead of saving the universe and sin- 
glehandedly winning the Clone Wars, 
the player and his three squadmates 
tackle missions meant to pave the way 
for invasion forces, cripple enemy instal¬ 
lations, and provide support. It's a quiet 
war these commandos fight, and their 
clandestine operations pave the way 
for LucasArts to provide a darker, 
grittier experience. 

The game never deviates from its 
first-person perspective, and every 
piece of the action, every laser flash and 
bit of naked aggression is seen through 
the commando’s visor. Mission briefings 
don’t yank players from the great war; 
when the Wookiee homeworld Kashyyyk 
comes under fire, the commandos rush 
in on gunships and a holographic clone 
adviser gives the four-man squad its 
marching orders as huge trees whip by 
in the background, explosions bracket 



Magnetically 


: Fillbrandt, 







; spotted!” a commando 


to take. door breach, the enemies begin to dig 

“Delta Squad: Begin door in, ducking behind boxes and manning 
^ breach!” gun turrets from which they can spit a 

jS “Go, go, go!” deadly hail of fire. In a flash, the battle is 

W | “Placing detonator. Clear!” joined; two of the player’s squadmates 
In a very neat touch, assault a gun turret while a third plants ; 

m LucasArts will employ actor detonator charge to destroy a nearby 

Temuera Morrison (Jango Fett objective. After a bit, the target goes up 
■ in Attack of the Clones) and var- most impressively. Empty turrets are 
ious soundalikes to provide the quickly filled with live clones, and the 

commandos’ voices. The commandos room is cleared. 


[behind the soundalikes] 
don’t exactly sound the s 

Boom. With the door t 


mando. 


commando’s best friend, the modifiable 
DC-17M rifle comes into play. On the fly, 
a commando can swap out parts of the 
gun to create an antiarmor weapon, a 
blaster, or a sniper rifle. As with Halo, 
dropped enemy weapons can be picked 
up and used, but a commando can hold 
only grenades and two guns. One of the 
guns has to be the DC-17M. 

Grenades used against Trandoshans 
create satisfying explosions and send 
enemies flying—the^iodies bouncing 
slightly when they hit the ground or 
ragdolling off of crates. A sniper shot to 


gameplay screen bears witness to hi 
depleted energy shields and rapidly 
vanishing health. The shields, given 
time, regenerate. Health doesn’t, anc 


appears < 


roughly, next week. “The kick is up! 
good!” Matulac notes slyly. 

Chatter between the squad 




members serves to keep the tension lev¬ 
els high even when there are no live 
enemies present. “Pick that sequencer 
up!” a commando bellows when a trap 
is spotted. “Keep your distance,” he tells 
the other clones. “Just in case." 

“Wish me luck,” the unfortunate trap 
zapper says before moving forward. 

More tense moments follow, and it 
quickly becomes apparent that 
Commando excels at pushing a frantic 
pace and tone. Tiny scavenger droids 
hurl themselves at the clones. If they’re 
successful, they attach themselves, 
leechlike, to a commando’s helmet, 
disrupting its ability to relay visual infor¬ 
mation to its wearer. The effect is 
arresting in both senses of the word; the 
screen turns green and distorts wildly, a 
series of vertical lines flash madly on 
and off. The droids incapacitate their tar¬ 
get, and an affected clone’s only 
recourse is to wait for a squadmate to 
physically remove the parasite. 

Danger looms and a bridge beckons. 
It must be destroyed to complete the 
mission, and it’s here the Separatists 
bring out the big guns—Super Battle 
Droids (“They’re bastards,” Longo quips) 
and Advanced Spider Droids. 
Commandos slide into position and the 
zip of blasters fills the air. 

“Quit shooting at me!” Friendly fire 
accidents can happen to even the best 
of commandos. 

“We can get a clear shot from here!” 
Antiarmor shells fly at the metal foes. 

A commando gets knocked off his 



feet, but quickly recovers—there’s sim¬ 
ply no rest for the genetically duplicated. 
Explosions, gorgeous explosions, punc¬ 
tuate the struggle for the bridge. 

In less than one year’s time, 
Commando has come a long way. It 
debuted at the 2003 Electronic 
Entertainment Expo (E3), during a 
Microsoft-sponsored conference. 
LucasArts only showed a trailer for the 
game, but it was enough. In a mere two 
or so minutes, the sneak peek took the 
conference attendees though dark and 
winding corridors to eventually come 
face-to-face with a wall crawling with 
buglike Geonosians. It was gorgeous 
and mysterious. It made people think 
about something other than the tri¬ 
umphant return of Master Chief and 
Halo 2. 

LucasArts plans to flesh out 
Commando well beyond its single¬ 
player adventure. Xbox Live play will be 
incorporated and, while specifics are not 
yet available, the producers say online 


deathmatches, capture-the-flag, and tag 
multiplayer games will definitely be 
included, as will special downloadable 
content. 

Boom yet again. When the bridge 
explodes, the first look at Commando in 

It quickly becomes apparent that 
Republic Commando excels at 
pushing a frantic pace and tone. 

motion ends. For now, the rest of the 
game must be veiled, just as some of its 
juicier secrets, such as guest 
appearances by popular Star Wars 
mainstays (think furry ones, or perhaps 
droids), cannot be commented on. 

Commandos like to work in shadows, 
and LucasArts wouldn’t have it any 
other way. The veil of secrecy dropped 
across the game lifts with its release in 
the fall. 
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No one should bother to contend the 
fact. Battlefront is Battlefield 
1942 in Star Wars drag. 






games. 


Does this orange 
jumpsuit make my 
ass look big? 


2003 




2000 









To celebrate LucasArts' 20-year anniversary, Xbox Wat/on 
compiled a near-comprehensive list of LucasArts Star Wars , 
games from X-Wing to Yoda Stories. For brevity the company s 
itions have been excluded; for sanity, the kidclje-themed htles 
. star Wars Math: Jabba’? Game Galaxy have similarly been 
Each game has been ranked and rated by XBN’s discerning 
o see exactly where it fits on the Light Si^e/Dark Side scale. As 


DARK SIDE OF LUCASARTS 

* Meesa no like the stinky! 


1995 


Rebel Assault II: The Hidden Empire 


Rebel Assault 


Helmet fogging... 

Too many chili- 
cheese dogs. 


1994 


Shadows of the Emp'n 


Star Wars Screen Entertainment 


Star Wars: Demolition 


Star Wars: Force Commander 


Star Wars: Episode I Jedi Power 

Battles PlayStation, Dreamcast 


Star Ware: Masters of Teres Kasi 

PlayStation (Pictured) 

Yoda Stories 


2001 


Star Wars Obi-Wan 

Xbox (Pictured) 

Star Wars Galactic Battlegrounds 


Star Wars: Behind the Magic 


Star Wars: Rebellion 


Star Wars Bounty Hunter 


Star Ware: Episode I The Phantom Menace 


2003 


Star Wars Galaxies: An Empire Divided 
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ON SALE 
NOW! 

LOOK FOR OUR SPECIAL 
ISSUES ON NEWSSTANDS 
EVERYWHERE THIS FALL 

From the same people who bring you 

.« eC ,! J r °!i i £. Gaming Month| y. Computer Gaming 

tmp ’ !vl U S - Pla y station Magazine, 
GMR, and Xbox Nation. These special 

magazines can be found only on newsstands 
or through back order. 

=nHM f< l r ,* h ?.?,.'! laga2ines a * Bord ers, Barnes 
and Noble, Waldenbooks, B. Dalton, Babbages 
GameStop, Funcoland, Walmart, Kmart, Target’ 
Walgreens, CVS, Kroger and Safeway. 9 

Pocket Games #13: On-Sale NOW! 

EGM’s Unofficial GameCube and 
GameBoy Advance Guide 2003 
On Sale NOW! 

EGM Holiday Buyer’s Guide 2004 
On Sale NOW! 

Pocket Games #14: On-Sale FEB. 2004! 






















IS YOUR CODEBOOK LIBRARY COMPLETE? 


•=jS=S 



Order these back 
issues to make sure 
that you have a com¬ 
plete library of the 
most valuable tricks, 
cheats, and codes 
for all the top games 
on your console. 



if-- 

■> 




MOW TO 0POER: 

Simply check off which 
magazines you want and send 
in the order form (photocopies 
accepted) along with a check 
made payable to Ziff Davis 
Media, for the amount indicated 
for each magazine plus ship¬ 
ping and handling add $3 for 
U.S., $3 for Canada and $5 for 
foreign orders in U.S. funds 
only for each magazine. Orders 
should be mailed to: 


Back Issues 

1411 Opus Place, Ste. 340 
Downers Grove, IL 60515 


Price and availability subject to 
change without notice. 
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HR OF XBOX 


Fast Foreward 

In the spirit of the new year, Xbox Nation has 
compiled a list of why this will be a watershed 
year for Microsoft’s 800-pound gaming gorilla. 
These titles are the ones to watch; the biggest, 
most innovative Xbox games coming from the 
most talented developers in the industry. The 
console’s two most eagerly anticipated titles— 
Halo 2 and Fable— are both set to release in the 
second half of 2004, along with a host of poten- 


n 

tial classics like Splinter Cell: Pandora Tomorrow, 
Jade Empire, Ninja Gaiden, and possibly, Knights 
of the Old Republic 2. It is also, quite clearly, the 
year of Xbox Live; more than half of these titles 
are predominantly online games, so if you haven’t 
yet, now would be a great time to join the broad¬ 
band revolution. 

So sit back, relax, and feast your eyes on the 
next wave. 






SPLinTER CELL 
pnn□o rr TomoRRou 


^ It could be the short development cycle. 

Perhaps it has to do with rumors of a 
W bigger, real Splinter Cell sequel also in the 
works. Maybe it’s the lack of a “2” in the title. 
Whatever the reason, the perception that Pandora 
Tomorrow is not a full sequel to Splinter Cell needs to 


Tomorrow looks fantastic. Its single-player game 
refines Splinter Cell's proven gameplay with less- 
frustrating stealth action and the addition of alternate 
paths during missions. Best of all, Pandora features a 
hugely innovative multiplayer side to the franchise 
that introduces, for the first time anywhere, the idea 


This is the triple-A game to play before the release 
of...well, a certain Microsoft game that starts with 
“H” and ends with “2”. Dig our four-page report now 
then check back next issue when we put old dog 
Sam Fisher to the test in XBN's authoritative review. 







The Art of Playing Alone 

^ Less-frustrating single- 
player missions? Yum! 

W There's less trial and error 
this time around. The first game pissed 
off more than a few gamers with its 
unforgiving, ultralinear stealth 
scenarios and (on Xbox) unstoppable 
cut-scenes. One careless alarm meant 
you just lost 10 minutes of your life 
creeping around in the shadows. Aside 
from smarter A.I. and more-consistent 
detection, Pandora offers alternate 


paths, giving you different approaches 
and playing styles. One level lets you 
discover different ways to enter Los 
Angeles International Airport—on the 

a Hari Krishna. Another gives you 
choices on how to get from one end of 
a train to the other—on top, along the 
side, underneath, or straight through 
the cabins. 

But what about those damn alarms? 

Alarms are also more realistic, with 
three rising levels of A.I. awareness. An 
all-out alert summons enemy reinforce¬ 
ments that are beefier and harder (but 
not impossible) to take out. This means 
missions become more difficult once 
you’re discovered, but remain beatable, 
if you’ve got the skills. 

In case you screw it up, however... 
The game may chalk it up and move 
:on. Pandora's story can change based 
on the decisions you make. Miss the 
chance to kill someone, and it can 
come back later to haunt you. 







Shadow Strike: Multiplayer Tactical Espionage 


^ How does Splinter Cell 
•O multiplayer work on Live? 

~ Ingeniously well actually. A 
otal of four players engage in online 
actical espionage, in which teams of 
wo defend and capture objectives. 
)ne side plays the role of spies who 
ifiltrate and steal secrets with equal 
'arts stealth and techno gadgets. The 
ther side arms itself to the teeth as 
tercenaries who must defend key 
reas with firepower and motion 
etectors. Producer Arnaud Carrette ai 
bisoft describes a typical battle as an 
“information war” between 
the two sides, as both teams 


to plant a hacking device, then defend 
it for a specified time. All these games 
will be playable over five or six maps. 
But why only four players? 

All for the love of tension. Developers 
at Ubisoft tested the game with larger 
numbers of players but found that it 
was too much like a straight shooter. 
On matches with more than four 
players, nobody used any stealth. In 
addition, with fewer players, small 
details become integral. Clues such as 
curtain movement, falling dust, and 
shot-out lights can help you find 
enemies. Something as simple as a 
blood trail can affect vour annrn.irh 


suddenly ended with a bigger-than- 
usual blood stain. I looked above, anc 
the spy was hanging on a beam, 
dripping blood all over. [Then] I helpec 
him off the beam as kindly as a merce 
nary would!” 





use clues to get the jump on 
the match. “Since communi¬ 
cations [over the Xbox Live 


as Carrette points out, “[In one game], 
as I was tracking down a spy thanks to 
the blood he was dripping, the trail 
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Spy-on-Spy Action 












He’s going to ram his 

^ Namco’s first-person Well, the 

«« adventure has been the Derrick,® 

W subject of mystified wakes up 

confusion for much of the past few Japanese 

months. The company's been deliber- memory c 
ately coy with gameplay details, and separate, 
the playable version shown at the the mono 

Tokyo Game Show last fall only served woman n; 
to bewilder gamers even further. With out, an ari 
Breakdown's release date drawing down, anc 

near, however, the Xbox exclusive has the once s 
shaped up remarkably. In fact, if you have we fc 
forget about Team Ninja for a moment, Derrick als 
it’s one of the most promising third- within his I 
party Japanese titles this year. take on ne 


bare lists? As the player, you're as 
much in the dark as Derrick, and the 
wild hallucinations that you get offer 
only a smattering of clues. Explore the 
crumbling facility, find a way out, and 
discover your destiny in the process. 
Who the hell wants to play a fighting 
game in first-person perspective? 
Well, we do—and you might too. As it 
turns out, Breakdown borrows equally 
from Deus Ex and Resident Evil for its 
gameplay and atmosphere. Although 
the story line is much more linear than 
Ion Storm’s first-person groundbreaker. 
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TRUE FRnTRSV^Vme 



Fulfill your true fantasies on Xbox Live 


Finally a Good Matrix Game? 

Memories of last year’s Enter the 
Matrix game are best left 
repressed, but our souls still burn 
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into vehicles as they’re lifted, blown to 
pieces, and mangled. Futhermore, you 
can use a fat arsenal of modern 
weapons to blow out car windows and 
pepper them full of bullet holes. But 
Driv3r’s most significant contribution 
has to be its excellent on-foot controls, 
which mirror the controls in third- 
person shooters like Max Payne 2 and 


Where will the game take place 

Miami, Nice, and Istanbul. Each ci 
be full of landmarks such as a full] 
rendered Orange Bowl stadium yo 
actually be able to drive your car ii 
and walk around in. Unfortunately, 
Driv3r will lack Xbox Live support i 
additional downloadable content. 
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Quite possibly the finest 

- Perhaps, as a gesture of 
goodwill to make up for 

W Project Gotham Racing 2’s 
lack of a rally mode, Microsoft is 
releasing RalliSport Challenge 2 hot on 
the heels of its holiday racing 
spectacular. Sequel to one of 2002’s 
Xbox racers, it’s no understatement to 
say that RalliSport 2 has the potential 
to be the best rally racer ever made. 
Damn, that’s some hyperbole. 

No it isn’t. And here’s why: Imagine 
you’re strapped into the bucket seat of 
a 600 horsepower rally rocket, bouncing 
along a loose, yet diamond hard gravel 
road in the Australian outback. A smoke 

screen of dust from your oppone ' 

Lancia gives your mouth the dry 
dirt. “Medium left, long, into a chicane!’’ 
cries your navigator, plastered himself 
by the centripetal forces of your 60 mph 
turn. The four-wheel drift is perfect, and 
your car swings itself around the 
slippery turn. Then during the chicane, 

ies wrong. You went for the 


rally racer ever tuned for a console 

feint drift, turning your vehicle away 
from the direction of the corner- 
compressing the left side of your 
suspension for a rebound—but you 
were late on the gas. The understeer 
pulls you wide, then there’s the dull 
crunch of crumpling fiberglass. Safety 


yia==., like fresh popcorn, lands in the 
soft opening between your helmet and 
your jump suit, sliding down your back 
Siikejice. The third-person view lets you 
know that your spoiler hangs by a 
thread and your rear bumper has disap¬ 
peared. The Lancia pulls further ahead. 


What the hell was that about? 

RalliSport 2 is completely obsessed with 
mud, blood, and tears. Coming to an . 
Xbox Live server near you. 







game is a mythological rendition 
ricient China, by way of Canada, 
is the Ontario-based developer's 
w-up effort to megahit Knights 
according to the company’s co- 


: punctuated by 
e combat. It’s a 












EIHPIRE 


What makes them think they can 
pull off a good 3D fighter? 

Good question. It's always been a) fr 
notoriously difficult genre for Western 



developers to penetrate. It should be 
noted, however, that BioWare has 
surprised us before; its priljj other 
console title, MDK2 for Dreamcast, 
was an incredibly tight third-person 
action game—belying the fact that it 
was the company’s first crack at the 
genre, and on a console, no less. 
Yeah, so Knights is a bit rough around 
the edges. BioWare is taking every¬ 
thing it learned with Knights and 
applying it to Jade. The game is 
already looking nice, making use of 
subtle lighting techniques and more 
convincing character animation. 



j JH * 


KOTOR2 in 2004? 

Did somebody say Knighte of 
the Old Republic 2? Don't 
hoid your breath just yet for 
2004, but BioWare is (simul¬ 
taneously) cookin’ up some 
j - Jedi goodness in the oven. 


ixm 



Japanese for 
“oft-delayed” 


Indeed. Players can execute 
attacks, change weapons, cast 
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DEAD OR RL 


It’s good to bounce together 


^ Few Xbox historians will Does this look infected to you? 

forget the classic Dead or Infected with both boobosity and 
" Alive 3 advertisements in graphical excellence, perhaps. Ultimate 
which noted pundits praised the contains an updated version of the 

game’s flawless execution with the original jiggly brawler Dead or Alive in 

heartfelt sentiment, “She kicks high.” all its low-polygon glory, a rarity previ- 

Not content to rest on the strength of ously released on the Saturn only in 

this endorsement, nor on the laurels of Japan, and then later the PlayStation 1. 
the quirky Dead or Alive femme epic Novelty aside, however, Ultimate will 
Xtreme Beach Volleyball, Tecmo plans also more importantly contain an 
to plumb its roots in a very big way. updated Dead or Alive 2, with a fresh 

Dead or Alive Ultimate is an updated, coat of visuals hot off the Xtreme 

online-capable rerelease of Tecmo’s Beach Volleyball engine. Graphical 

exclusive Xbox brawler. The result? upgrades notwithstanding, both games 

Kung-fu fightin’ for the masses in 2004. will be fully playable via Xbox Live and 


will contain such niceties as extra 
costumes for the game’s combatants 
and new fighting arenas. Also expect 
downloadable content in the form of 
thongs and flesh-colored bikinis. 

Is it supposed to burn? 

No. That’s your soul and a whole othei 
game entirely. Ultimate is the world’s 
first online 3D fighter—and no, it won’1 
be an unplayable mess, promises 
Tecmo’s Tomonobu Itagaki. Players ca 
expect clean, lag-free fights (at 30 
frames per second), as well as global 


get ready to take Ryu H; 
with the rest of the Dead t 


























FRBLE 

Your 15 minutes of medieval fame 


^ After a ridiculously long four 
year-development cycle, 

W Fable, one of the most 
ambitious RPGs ever conceived is 
finally approaching release. “We’re 
working really hard to get the game to 
‘code complete’,” director Dene Carter 
says, “where every feature has been 
implemented, and we only have bug 
fixes and ‘feel’ revisions left.” 

What’s with the pomp? 

Well, Fable isn’t your typical RPG, full 
of stats, dungeon crawling, and towns¬ 
people obsessed with giving you 
random errandsfBaSpffijle game 
gives you the freedom of choice to 


shape your own fantasy world. Your 
character starts Fable as a teenager 
and ends around frojife. During that 
time, you join guilds, undertake 
quests, and build a reputation. 

Sounds pretty standard so far... 
Carter would disagree: The mutable 
world of Fable makes it unique. “Our 
aim is to ensure that each player feels 
they’ve had ample opportunity to 
engage with the world in their own 
way, taking up the thread of the story 
when they feel like it,” Carter says. 

















S I L £ n T HILL 4 

THE ROOm 

a U a < _^ I. !_ i i , _ 


Forget about pushing the envelope. Silent Hill 4 tears it to pieces. 

_S , What is it that drives Akira Something even scarier: So where’s the heart of n, 

Yamaoka’s brain? Dark No Silent Hill 3 for Xbox. this time in Silent Hill 4 -> 

flashbacks of sordid past Alas, an Xbox port of Konami’s superb Apparently, in your own roon 

ives Ladies with two heads who walk zombie-necrophilia-laced PlayStation 2 as Henry Townshend a sinql 
d'r^reak^f^ ° riUSttl T “ re h3S bee " * something whrf lives akjnefn 

ownersashumanlypor^Tbitof ^0“^^ 

i 

three qames Iltl h °"° ract,on for simultaneously this fall. There’s no windows wont .budge, the pt 

hree games running. The Room mixes word yet on Xbox-only content, but doesn’t work and the front d 






Putting our tax dollars to good use in 2004 


The most surprising aspect 
of Full Spectrum Warrior— 
||p|e possibly one of the 
most intense and shell-shocked war 
games we’ve ever played—is the fact 
that, as a player, you never actually 
pull the trigger. Warrior is beautiful, 
gritty tactical action that plays out like 
a real-time strategy game, except this 
time, you’re a squad leader roughing it 
out in the urban wilderness of some 
Middle Eastern hellhole. Initially devel¬ 
oped as an interactive tool to train 
grunt-level infantry in the ways of 
squad-based urban warfare, Warrior 
has shaped up to be one of the finest 
“from tactical to practical” examples of 
trickle-down military technology ever. 
Hmm, Full Spectrum Warrior. More 
military obsession with rainbows? 
Yeah, cryptic title. A. ’’full spectrum 
warrior is one who is trained in all. H 
aspects of infantry warfare, be it . 


reconnaissance, search and rescue, orgj 
assault. You'll control two intelligent 
four-man fire teams in real time. 

Sorties take place in settings as 
diverse as the Middle East, Asia, and 
Eastern Europe. Atypical chapter, for 
instance, invJ||||the lockdown of a 
foreign city over a 12-hour period, 
using the same process that the U.S. 
military actually uses to secure hostile 
territory during war. 

Too much CNN is bad tor you. 

Realism permeates every level of 
design in Warrior. Since the game 
simulates the real thing out on the 
front lines, everything from ammo and 
personnel management to field tactics 
is meticulously replicated. As the ■ 
acting sergeant, your situational 
awareness is only as good as what 
your squad can see at any given 
moment. Directing areas of gunfire and: 
ordering your troops into superior 


positions—without having to micro- 
manage their every move—means that 
A.I. is a supremely important. 

And then there’s Xbox Live... 

At an early level of development. 
Pandemic decided to restrict Warrior 
on Xbox Live to co-op matches, with 
each player controlling a fire team. 
Running the gauntlet through dense 
city environments means that you and 
a buddy will have to watch each 


other’s backs. There’s also the option 
to record your single-player sessions 
to trade online for a neverending 
supply of...urn, replay videos to 
watch? What we’d like to know is, if 
our tax dollars helped fund the devel¬ 
opment of this game, why aren't we 
getting copies for free? 








Yes and no. id Software breaks tradition 
by slowing down the pace of its latest 
sequel. Doom 3 seems like a crawl 
compared to its run-and-gun predeces¬ 
sors. With new rendering technology in 
place, the game world has become 
infinitely more detailed and interactive, 
allowing you to really use the environ¬ 
ment during combat. Mirrors and 
windows reflect enemies around the 
corner, while shooting out lights allows 
you to set traps for some one-on-one 
action in the dark. 

What about Xbox Live support? 

This resulting shift from relentless 
demon slaying to more methodical and 
strategic gameplay will also tone things 
down for multiplayer. Like its PC 
brethren, expect Doom 3 to hit Xbox 
Live with a four-player (team) death- 


Another storyless fragfest from id? 

id Software maintains that Doom 3 will 
be anything but plot deficient. They've 
fleshed out Doom’s typically storyless, 
sophomoric, Satan-obsessed 
backdrops by hiring full-time sci-fi writE 
Matthew Costello, whose past experi- 
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HALF 

Half the life, twice the fun 


Half the life, twice the 

^ Half-Life 2 could shape up to 
be the greatest sequel to one 

W of the best games ever 
mac je—that is, if and when it finally 
ships in 2004. After a lengthy delay, no 
thanks to hacker attacks and stolen 
unfinished PC code on developer 
Valve’s internal Web site, publicity for 
this game has all but disappeared. 

But what exactly is the big deal 
surrounding Half-Life 2? 

When the game was previewed in May 
2003, games journalists were on their 
knees with praise about Half-Life 2’s 
mind-blowing graphics, revolutionary 
gameplay, and next-generation enemy 


w .felt looked as if gaming was, at last, 
on the cusp of a new paradigm. But 
Valve has already missed its promised 
PC release date of late 2003, and now 
the console version is officially in limbo, 
having been confirmed by Valve that 
■ 'the,game will indeed hit Xbox as an 
exclusive sometime in 2004. 

So, there’s an illegal version of the 
game out there. 

Yes, and word on the street from those 
naughty, illicit souls who have actually 
played the stolen, incomplete version of 
the game, is that the game does indeed 
live up to the hype—even if some of the 
brilliant A.l. behavior first shown was 
heavily prescripted for effect. 

With Halo 2 just around the corner, 
does Half-Life 2 still matter? 

Although there’s no doubt Half-Life 2 is 
a PC thoroughbred, its eventual release 
on Xbox this year could be the 
console’s biggest exclusive since Halo, 
giving Microsoft a much-needed boost 
in numbers after an all-around disap¬ 
pointing 2003 holiday season. But have 
no doubt that this game will simply owr 
consumers and critics alike in 04. 








kind of 
trouble 
in gay 


Very bald, 
and very tardy. 
Originally slated fo, 
spring, Contracts I 
since been delayec 
fall 2004 release c 
Bummed? Yes 
face it, therr 
of other i 
~ play 


CALL OF DUTY: 
FinEST HOUR 

The Band of Brothers of WWII gaming 


HITPIfln: 

COnTRRCT 


Now if you’ll just sign on the dotted line... 


^ One of the neat things about 
economic recovery is that it 
~ applies to everybody, 
especially our friends in the world of 
organized crime. It’s the near future 
and the economy has rebounded; jobs 
are being created, and when there are 
jobs, there are also people who need 
killing—enter once more Agent 47. 
Can’t we all just get along? 
Apparently not, as our hero failed to 
morally cleanse himself at the 
conclusion of Hitman 2. This time, 
Agent 47’s found himself a brand-new 


Paris, home \ 
of Le Big Mac. 

Expect Mr. 47 to ’Ik 
reluctantly (isn’t he 
always?), but oh-so 

efficiently dispatch ?j|E 

hordes of undeserving vPv 

Frenchmen. ' r ^ 

Killing is bad for the psyche. 

A major component of Contracts 1 

appears to be the tenuous, if not . 
completely fragile, mental state Jkt 

of Agent 47. Playing through 
the game from the antihero’s 
perspective, you'll bo ablg^p.^V^ 
to see firsthgpdjosffiowa 
day’s wSfiJof murder messes 
with your mind. Janos Flosser, \ 

managing director of Id Interactive. 4*. 
promises that Contracts “will be epic, ' ' 
highly disturbing, but most impoitantly 
an enjoyabte experience.” Combining 
the psychotic and enjoyment into one 
deadly package...where do we Sign? g 
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Like Mario 64, except Bowser's on Zoloft and Vou'te his shrink 


_ Psychonauts brings withn 
the potential to either 
W resurrect a genre on the 
verge of becoming irrelevant or fall flat 
on its face without so much as a 
whimper. The recipe is relatively 
simple: Psychonauts tells a complex, 
psychological tale within the strict 
confines of the established platformer 
genre. Players take control of lead 
Psychonaut Raz, and the bulk of the 
experience takes place inside the 
dysfunctional psyches of the individual 
characters he encounters. 

1 remember reading about this one 
around the time of the Cuban Missile 
Crisis. Is it still on its way? 

=s. The oft-delayed 
Psychonauts has 

opment 
purgatory 

nree years, 
_ut according 
to Double Fine 
head honcho 
Tim Schafer, the 
game will definitely 


So why all the delays? 

Double Fine is working on what might 
be called an "indie” game, and 
Microsoft understands that success 01 

failure for a title such as this may .0=""- -- 

come down to a millisecond difference already proven himself to 

in the timing of a doub,e-)ump. tional writer of dialogue and 


Think Double Fine can pull it off? 

Not sure, but we’ll find out soon. 
Psychonauts has superb art direction, 
an original concept, and Tim Schafer 
behind the scenes, a designer who has 







ST R R C R R F T: G H 0 S T 

i *. |i Meet the ghostess with the mostest 


- «■« mostest 

without being detected; and she’s on 
the search for terrazine gas, a mysteri¬ 
ous chemical that’s sought by Terrans, 
Zerg, and Protoss alike. 

But it’s pretty much Splinter Cell 
with StarCraft skins, right? 

A fair question. On the surface, they 
share many similarities—Nova infil¬ 
trates enemy bases, hides in shadows, 
balances on tightropes, and extin¬ 
guishes lives the same way Sam Fisher 
does. But, uh, she’s a lot slinkier, for 
one (no offense to Mr. Fisher). More 
important, though, Nova’s method of 
operation is a bit more straightforward. 
She’s got a ton of offense on her side: 
besides the guns and grenades, she’s 
got Psi powers that let her become 
invisible, slow down time, and detect 


^ A lot has happened since 
Blizzard first unlocked the 
* storm shutters and 
announced StarCraft: Ghost in 2002. 
By “a lot,” of course, we mainly mean 
Tom Clancy's Splinter Cell, which 
single-handedly revived the stealth 

genre out of thin air. Flowever, Nova_ 

the heroine of Blizzard’s tactical action 
game—has plenty of tricks and 

gadgets up her combat bra to thrill 

both fans of StarCraft and stealth. 

So what’s Ghost about? 

Think of it as a futuristic Splinter Cell 
set in the world of StarCraft, that oldie- 
but-goodie strategy game that’s sold 
seven million copies worldwide. Nova 
is a Ghost, a combat unit specializing 
in espionage and the art of ass-kicking 


How faithful is this game to the 
StarCraft universe? 

Very. While Ghost and StarCraft are set 
in the same universe, absolutely zero 
resource management will be found 
here. Not to say that fans of the old PC 
game won’t immediately feel at home— 
Blizzard’s taken great pains to keep the 
story line consistent with StarCraft, to 
the point where nearly every weapon 
and enemy you run into has a direct 
counterpart in the original game. 


Nearly every weapon, vehicle 
and enemy you run into has a 
counterpart in the original StarCraft. 


hostiles through 


If things get 




Return of the king... 



Halo 2. Sequel to the sci-fi 
| mega-hit most of us bought 
Bfm Xbox to play, the arrival of 
id with trumpets 


game.. Microsoft won’t talk about? 

Well, not lately, anyway. A year ago we 
got the first details: Full Xbox Live 
multiplayer support (where you play as 
human troops or Covenant aliens): 
melee attack combos; the ability totjO cM 
and shoot two guns at once; destructi¬ 
ble environments, smarter bad guys, 
hew weapons, new vehicles—you 
name it. 

Sounds good so far. What else? 

Plot-wise, Halo 2 will focus on Master 
mission to stop the Covenant’s 
march towards Mother Earth, then 
follow Chief as he takes the battle back 
to the alien home worlds. Then, 
there’s the gameplay in motion we 
saw last May (check 
halo.bungie.net to see the video 
yourself); gorgeous and detailed, 
the graphics made even the stellar 
first game look dated. And 


then...nothing. One, maybe two new 
screenshots in the last six months. Yet 
despite the blackout (or perhaps 
because of it), Halo 2 retains a level of 
anticipation and excitement-akin to the 
return of Jesus. Or the Beatles. Or 
Jesus returning to jam with the Beatles. 
Is it really coming out this spring? 
Well, this is where things get sticky. 
The short answer is no. Though 
Microsoft promised a release in early 



2004, all that developer Bungie ever 
said was “not in 2003.’’ And, well, here 
it’s February, and we still haven't heard 
jack. In fact, it wouldn’t surprise us if 
we saw a near-complete Halo 2 at the 
Electronic Entertainment Expo this 
May. One thing is for sure—you simply 
can’t rush a masterpiece. 

* ■ ; j 
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This month... 


i James Bond: Everything or Nothing 
i True Crime: Streets of L.A. 

' Grand Theft Auto Double Pack 
! Counter-Strike 
5 Dinosaur Hunting 
3 Battlestar Galactica 
3 Terminator 3: Rise of the Machines 
3 Cat in the Hat 

tperation Surma 


i Mission: impossible Oper 
i NBA Inside Drive 2004 
i NFL Blitz Pro 
i Freestyle Street Soccer 
l Ultimate Beach Soccer 
Max Payne 2: The Fall of Max Payne 
! Harry Potter and the Sorcerer's Stone 
! Harry Potter Quidditch World Cup 
! Sonic Heroes 

! Broken Sword: The Sleeping Dragon 
! The Sims: Bustin’ Out 
t Deus Ex: Invisible War 
l Tony Hawk’s Underground 
3 Midway Arcade Treasures 
5 SpyHunter 2 

B, Spawn Armageddon 
7 NFL Street 
1 Whiplash 
S Rainbow Six 3 
0 Maximum Chase 
0 R: Racing Evolution 
Q Ford Racing 2 


Magic the Gathering: Battlegrounds 
Arx Fatalis 

Elder Scrolls III: Morrowind Game of 
the Year Edition 
Sphinx and the Cursed Mummy 
! Legacy of Kain: Defiance 
i Armed and Dangerous 
\ Secret Weapons Over Normandy 
I Wrath Unleashed 
i Cabela’s Dangerous..Hunts 
> Carmen Sandiego: The Secret of the 
Stolen Drums 

; Tom and Jerry: War of the Whiskers 
5 MTV's Celebrity Deathmatch 
5 Prince of Persia: The Sands of Time 
7 Beyond Good & Evil 
3 Robin Hood: Defender of the Crown 
3 Star Wars Jedi Knjght: Jedi Academy 
3 Blowout 
3 The Hobbit 

9 Dance Dance Revolution: Ultramix 
9 NHL Rivals 2004 
0 Project Gotham Racing 2 
1 Fallout: Brotherhobd of Steel 
1 Curse: The Eye of Isis 
1 Conflict Desert Storm II: Back to 
Baghdad 

1 World Championship Pool 2004 
1 Silent Scope Complete 
1 Crouching Tiger Hidden Dragon 


Being a single-format magazine, we at 
Xbox Nation find ourselves in the difficult 
situation of critiquing games that reside on 
Xbox, while not blinding ourselves to the 
sphere of console gaming surrounding it. 
We will make a point to put each game in 
context of both its platform and 
videogames at large, whenever possible. 

Our scale is a rigid one to 10; in an 
industry where the independent spirit is 
often kicked maliciously to the curb, and 
games are often prematurely rushed out 
the door in the name of quarterly earnings, 
we believe it’s an important time to be 
critical. And while the burden certainly 
weighs heavily upon our shoulders as 
reviewers, it is infinitely heavier on the con¬ 
sumers’ backs. In this day of shallow profit 


margins, wallets speak volumes. Allow us 
to break it down for the folks in the cheap 
seats: One is video feces. Two is trash. 
Three is junk. Four is subpar. Five is aver¬ 
age. Six is slightly above. Seven is very 
solid. Eight's a real gem. Nine is amazing. 
Ten is Halo. 

Our most important requirement is that 
a game bring something new to the table. 
And yet, while innovative forms of interac¬ 
tion come first, we don't scoff at 
technology so cutting edge it makes our 
noses bleed or gameplay that refines a pre¬ 
existing formula into something so supple it 
bleeds itself, either. Titles failing to distin¬ 
guish themselves in one of these crucial 
ways are—in our opinion—quite easily dis¬ 
missed, especially at 50 bucks a pop. 


REVIEliimG THE 

Much ado about mules... 

It was, to quote the eminent 
bard Weird Al Yankovic, a 
Christmas at ground zero. 
Everyone and their mother released 
games for Xbox this holiday season, and 
with visions of $$$ dancing in their 
heads, a harsh lesson was learned: If the 
mule don’t kick, you know the mule 
don't ride. 

There are, to put it bluntly, a lot of rot¬ 
ting mule carcasses in this particular 
issue of Xbox Nation. This holiday 
season was a dumping ground, and a 
lot of very good videogames got buried 
under a pile of junk. Call for the mule 
doctor if you will, but a great deal of the 
games reviewed this issue were, simply, 



REVIEWS 


dead on arrival. 

For every Project Gotham Racing 2, 
there was a Ford Racing 2 and 
Maximum Chase. For every NHL Rivals, 
players were visited by Freestyle Street 
Soccer and an Ultimate Beach Soccer. 
For every Beyond Good & Evil and 
Prince of Persia, someone thought they 
would be complemented by the 
mediocre-to-dreadful Battlestar 
Galactica, Spawn Armageddon, Cat in 
the Hat, Crouching Tiger Hidden 
Dragon, and Dinosaur Hunting. 

Now that the drek and dead wood 
has been cleared, XBN’s reviewers are 
looking forward to a very merry and 
mule-free 2004. 


XBN 1 
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jsmes Bono 007: evervthirg or noTHinG 

License to impress 




■ ProTip: Remember to make a witty pun after dispatching a foe. Here, we recommend dryly 


James Bond 007: Everything or 
Nothing looks, sounds and feels like 

Bond. Mission accomplished. 


I I By making James Bond 007: 

Everything or Nothing a third- 

I_I person adventure rather than a 

first-person shooter, the developers 
have attempted to create a gameplay 
experience bearing all the hallmarks of 
James Bond films. They recruited a con¬ 
stellation of movie stars to lend their 
visages and voices to the game's char¬ 
acters. They even hired the screenwriter 
of recent 007 films to pen the game’s 
story. While it may not please shooter 
fans hoping for the second coming of 
GoldenEye, for the rest of us, Nothing is 
the most authentic 007 game yet. 

As Bond, players shoot a lot of bad 
guys (of course), pistol-whip them, slam 
them into walls, sneak up and choke 
them, and eliminate them with Q’s 
gadgets. These alternate methods of 
mayhem truly bring the Bond experience 
to life. Sadly, because henchmen run in 
cliques of three to five, it’s usually a lot 
easier just to shoot the bastards, instead 
of, say, knocking a guy on the head with 
a wrench and throwing punches at his 
now-alerted cohorts. Nevertheless, if 
you’re up to the challenge, you can 
indeed do whatever Bond would do. 

The main thing he does, of course, is 
fight maniacal supervillains. Meet Nikolai 
Diavolo, a Bond antagonist of the old 
school, who possesses no bizarre disfig¬ 
urement or superhuman powers—just a 
surefire plan for world domination. His 
lieutenants, too, are worthy foils for 
Bond: A Russian mad scientist, a couple 
of minions in New Orleans as unsavory 
as cat-gut gumbo, and perhaps the 
most famous Bond baddie, Jaws, who 
poses a formidable pugilistic puzzle for 
our disarmed 007. 

Punching Jaws’ iron stomach is just 
one great gameplay moment that the 
game’s shift to third-person perspective 
allows. Players also get to throw Bond 
off a cliff after a free-falling love interest, 
jump over all manner of obstacles in 
cars and on motorcycles, fly a helicop¬ 
ter, drive a tank, and rappel face-first 
down a burning dam. 

For the most part, Nothing makes 
performing these Bondian stunts easy, 
with its intuitive controls, friendly 
camera, good level design, and clearly- 
defined goals. But the inventory system 
could use some work: Why not separate 
guns from gadgets so that when one 
gat’s ammo runs out, players can switch 
to another weapon without scrolling 


and the rappelling device? Please. 

Furthermore, the lock-on system 
sometimes feels finicky, since it’s based 
on what Bond—not players—can see. 
So it’s not possible to target the plain- 
as-day thug at center screen without 
moving Bond first. And when James is 
hugging a wall Solid Snake-style, the 
safest place a henchman can be is 
directly in front of him: Bond adamantly 
refuses to aim forward until the button 
canceling his wall-sneaking is pressed. 
Would 007 sit there like a lump and 
swallow slugs from some chump right in 
front of his face? It’s safe to say no. 


That said, it’s hard to gripe about the 
excellent vehicle levels. Fine controls 
and cleverly branching (and merging) 
paths make these a joy to play. There’s 
even a level in which you use your car’s 
limited cloaking device to “sneak" from 
one side of a villa to the other. Very 
clever, Mr. Bond. 

In short, Nothing looks, sounds, and 
feels like Bond. Mission accomplished. 

Paul V. Byrnes 


Eight out of Ten 
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^ Snort Rsvieuus 


TRUE CRIPIE: STREETS OF L.R. 

Grand Theft Oughta. 






One of the more interesting aspects 
of True Crime’s game structure is the 
random crime generator. Essentially, 
you’ll be riding around Los Angeles in 
your drop top, and you’ll receive a call 
on your radio that a robbery/car jack¬ 
ing/meat cleaver incident is going 
down nearby. It’s your choice whether 
you want to deal with these petty 
crimes, with the incentive for Nick 
Kang being a better reputation, better 
skills, and the like. 




The True Crime universe feels emotion¬ 
ally and psychologically barren — 

and, therefore, inconsequential. 


■ Tommy “Machine Gun” Johnson would be extremely embarrassed a mere three hours later when, 
without realizing it, he arrived at his date with Sandy “AK-47” Lee, with Nick Kang still stuck to his chin. 


Six out of Ten 
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GRffllD THEFT RUTO DOUBLE PRCH 

Bring forth the hookers and the blow! 


XRRTED 4* 

Smart Reviews ^ 


Dev: Rocketer Vienr 


Origin: Austria 



hunka hunka burning love. 



If imitation is the sincerest form of 
flattery—and the Internet does, in 
fact, make this supposition—then The 
Simpsons Hit & Run and True Crime: 
Streets of LA. are not so much out¬ 
right swipes of Grand Theft Auto's 
play as they are delightful tips of the 

making more money than Croesus. 



Huge game environments at once 
become fertile, hooker-laden 
playgrounds. 


□ Great statesmen of the day, 
perhaps plucking inspiration 
from the words of patriot 
Patrick Henry, have spoken clearly: 

Give us Liberty and give us Vice. And 
so it happened that when Rockstar 
Games packaged its video mega¬ 
lopolises Liberty City and Vice City 
together and shipped them out for 
Xbox, the heavens smiled and the 
common man received his just reward. 
And although the Liberty and the Vice 
were good on PlayStation 2, they are 
greater still on Xbox. 

Grand Theft Auto Double Pack 
holds updated versions of the seminal 
videogames Grand Theft Auto III and 
Grand Theft Auto: Vice City packaged 
on separate disks and sold for the 
price of one game. Both games stand 
as simple marvels for the freedom they 
present to players: As an unrepentant 
thug, it’s possible to explore huge 
cities; pilot many vehicles; become an 
ambulance driver, hack, vigilante, 
assassin, or even a strip-club owner; 
perform missions; or simply do...what¬ 
ever. Huge game environments at once 
become fertile, hooker-laden 
playgrounds. 

As sweeping crime epics, both 
games hold up remarkably well. 

ous criminal major-domos, and the 
assignments run the gamut from the 
outright felonious to merely thuggish. 
Challenges can be accepted whenever 


the urge hits and replayed until 
completed; the game never locks 
anyone into a single route. Obstacles 
can be overcome with creativity 
instead of by figuring out the develop¬ 
ers’ intended solution and aping it. 

For Xbox, graphical enhancements 


allow for better lighting effects, with the 
top of cars glowing a soft green or red 
as they pass underneath traffic signals. 
CDs may now be ripped to the Xbox 
hard drive so players can create their 
own soundtracks, augmenting or out¬ 
right replacing the games’ very 
excellent music. Texture reinsertion 
techniques have been employed, giv¬ 
ing game characters in the Xbox 
versions a smoother appearance than 
their PlayStation 2 and PC counter¬ 
parts. it’s a small victory seeing Vice 
City’s Tommy Vercetti appear with indi¬ 
vidual fingers instead of a meaty club. 

Both games' inherent brilliance 
remains intact. As playgrounds, they’re 
marvelous. As experiences, they’re 
undeniably powerful. Even after being 
beaten, players can return to either 
game and enjoy the simple fun of a 
hijacked car and a balls-to-the-wall 
race against angry cops. In the 
bundling, Rockstar has taken two great 
tastes and made them one, and any 
score less than 10 for the Double Pack 
would be outright criminal. 

Greg Orlando 



■ The Fatalist, having been fired from his job as a poorly named videogame 


Ten out of Ten 
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COURIER-STRIKE 




■ Joe preferred the Overcompensator rifle 
to the M-16 because it made him feel like a 


□ Counter-Strike on Xbox proves if 
you build an online killing field, 
the kids will come and slaughter one 
another mercilessly. Valve’s team- 
based shooter, which debuted on PC 
as a free Half-Life mod, is an official 
disappointment on Xbox, yet the 
game’s undying popularity defies 
critical analysis. 

Strike’s defiantly crappy graphics 
may be a by-product of the game’s 
garage development legacy, but it’s the 
disregard for a compelling single¬ 
player experience—outside of staging 
faux online matches with highly intelli¬ 
gent A.I. bots—that boggles the mind. 
One gets the impression Valve inten¬ 
tionally left out a campaign mode to 
bolster Strike’s identity as an online 
shooter. But as it stands, playing this 
game without the benefit of Xbox Live 
is the absolute pits. Enemy bots, while 
exhibiting some lifelike traits, either 
miss their target by a mile or never fail 
to score direct hits—neither of which is 
a reflection of Strike's online reality. 

Despite these shortcomings, the 
game remains solid due to its break¬ 
neck pace and flawless controls. 


Thanks to balanced weapons, maps, 
and team goals (hostage rescues and 
bomb defusals), Strike is still the only 
online shooter generating a trademark 
blend of relentless tension and twitchy 
Quake-inspired combat. 

Although the game pales in 
comparison to Rainbow Six 3 in almost 


every respect, there’s enough of a 
gameplay distinction here to warrant a 
purchase—albeit, just not at full price. 

Che Chou 


Seven out of Ten 


omosRUR HunnnG 




□ If Dinosaur Hunting is any indica¬ 
tion, it's no wonder Microsoft is 
struggling in Japan. Trying to appeal to 
Japanese gamers, it’s cooked up a 
slow-paced dinosaur-hunting game 
more about tracking a quarry than 
blasting it with rockets. It’s not a bad 
idea, but the whole affair is half-assed. 

The story barely establishes the set¬ 
ting (1910, somewhere tropical). The 
developers might as well have written, 
"We like the idea of Sir Arthur Conan 
Doyle’s The Lost World, but we didn't 
have time to read the whole book.” 

After wandering Hunting’s clumsy virtual 
world for a few hours, you understand 
what the designers intended: suffering. 

You’re supposed to sneak around 
looking for footprints or droppings, 
stalking one species of dinosaur. If you 
find a dead specimen or a big pile of 
feces from your quarry, rejoice! because 
you now know how to mix your 
tranquilizer darts. Mixing darts is done 
in the confusing menu system; then you 
can hope to hell the game loads the 
right ammo when you’re face-to-face 
with a 20-ton reptile. 

This game doesn’t have rough 


edges, it is rough edges. You have to 
press and hold three buttons (in 
sequence!) to fire your shotgun. When 
you’re checking tracks and the unskip- 
pable little cut-scene plays, dinosaurs 
are free to approach and maul you. All 
dinos (even herbivores) charge directly 
toward you once you’re spotted. 


Avoid Hunting as you would the 500- 
pound dinosaur turds figuring so 
prominently in the game’s design. 

Paul V. Byrnes 


Three out of Ten 
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BRTTLESTRR GRLRCTICR 

Dev: Warthog Pub: VU Games Players: 1 Cylon: Cyclone Origin: England Online: f 


TERminRTOR 3: RISE OF THE niRCHinES 


□ Ah, to be young and Lome 
Greene again. 

Battlestar Galactica arrived just in 
time for the 25th anniversary of the late- 
’70s TV show, as well as for the premiere 
of a sexed-up new Sci-Fi channel series. 
(For mythos’ sake: The game borrows 
from both shows, with you playing as a 
spry version of Greene's Commander 
Adama while the ship designs are 
swiped from the new series.) 

Although Galactica packs visuals 
lightyears ahead of the creaky old 
show’s effects, it’s not a consistently fun 
experience. Blame the cumbersome 
controls, which runneth over with target¬ 
ing, thrust, and missile-tweaking 
options, but fails to offer vital functions 
such as letting you lock on to targets in 
your crosshairs. It makes surviving one 
turret-manning level that has you 
defending the Galactica from a torpedo 
swarm more a matter of luck rather than 
skill. Compound that with a hard-to- 
decipher radar and you get 
unnecessarily frustrating escort mis¬ 
sions, in which friendly ships get 
gang-blasted while you’re scrambling to 
figure out where to fly. 



And that’s really the major malfunc¬ 
tion here: busted level design. Many 
missions suffer from unclear objectives 
or load you up with tiresome chores— 
such as seven minutes of formation 
flight—only to have you repeat these 
tasks ad nauseam if you foul up. It’s all 
so odd, because developer Warthog is 
usually an ace in this genre. Of course, if 
you’re a fan of the show, Galactica prob¬ 
ably had you at the part about playing as 
a young Greene. 

Crispin Boyer 


Six out of Ten 


□ During the dark times of the gam¬ 
ing industry (circa 1990), the 
compact disc brought demons, drills, 
and Dana Plato into full-motion video 
glory, but sacrificed all gameplay and 
fun in the process. Atari and Black Ops 
continue this tradition in today’s age of 
photorealistic rendering by delivering 
the terminally tiresome Terminator 3: 
Rise of the Machines. 

The main FPS gameplay will have 
players convinced their Controller-S has 
broken buttons. Response time is slug¬ 
gish, and, during the title’s handful of 
simplistic third-person perspective 
“fighting game” sequences, results in 
the TX pummeling your face into the 
concrete for the 12th time in a row. 

Graphics are dated, with flat textures 
and jerky destruction animations show¬ 
ing tanks and Hunter-Killers going from 
completely intact to rubble with no in- 
between damage progression. Some 
even simply disappear instantly, like 
doughnuts in front of a sumo wrestler. 
The entire audio portion feels aban¬ 
doned, as entire groups of sounds 
(walking in particular) seem to be miss¬ 
ing. If loud metallic bangs are your 


thing, however, this game’s got those in 
abundance. The score is fantastic, of 
course, but only because it was com¬ 
posed for the Terminator 3 film. 

Machines sports everything that can 
go bad with game development, and 
sends players back via transmogrified 
technology to a time when FMV ruled 
the school. Go easy on yourself here, 
and watch the only FMV worth watch¬ 
ing: the DVD of the film this mercury-like 
pile of T-1000 excrement is based on. 
Russell Garbutt 


Two out of Ten 




CRT in THE HAT miSSIOn: imPOSSIBLE-OPERflTIOn SURmfl 


□ The marketing shills at Vivendi 
Universal know zany. For them, 
it’s a matter of combining a classic 
children’s book with an over-the-top 
Mike Myers action comedy to make 
the craziest videogame ever. Cat in the 
Hat, a “Seussian” action-adventure 
game takes you (as The Cat) through 
various worlds intertwined by the idea 
of household objects gone awry. 

The game may be wacky at times, 
but “Seussian" is a stretch and “good” 
is even more of one. Gone are the 
rhyming couplets and lovable charac¬ 
ters, replaced by a bitchy goldfish that 
berates you at every turn. Mike Myers, 
as the stovepipe-hatted feline, con¬ 
tributes scads of reject catchphrases 
from John Candy movies of the late 
’80s. And who could forget the classic 
Seussian villain Alec Baldwin—oops, 
Mr. Quinn—who has an evil plan to do 
unspeakable things? 

Among the more enjoyable (and 
some might say Mario-esque) powers 
include trampolining to absurd heights, 
gliding in midair by use of your 
umbrella, and firing encapsulating 
bubbles at pygmy brontosaurs or 



blowfish. You can then fire the bubble- 
encased carcass into a “goo machine” 
that spits out a glowing purple “goo- 
ball” you can use to explode obstacles. 
Did they have those in 1957? 

Ask not whether Theodore “Dr. 
Seuss” Geisel will be rolling over in his 
grave, but whether kids will think this 
obnoxious tripe is cool. They will not. 
This giant cat that wants to pinch 
mommy’s ass is one ripe for the high¬ 
way and an oncoming truck. 

Chris Varmus 


Four out of Ten 


□ You’d think that Tom Clancy's 
Splinter Cell was the formula for 
crack, finest of all the heart-exploding 
drugs. As with Rogue Ops before it, 
Mission: Impossible—Operation Surma 
desperately tries to ape the look and 
addictive flavor of the Cell franchise. 

While nowhere near as graphically 
polished as its obvious inspiration, this 
game does comport itself surprisingly 
well. Clever objectives abound, requiring 
Ethan Hunt to exploit a wide array of 
gadgets and doodads. You can stalk in 
style with discreet, mosquito-sized flying 
cameras, or go ail Spider-Man using the 
game’s most inspired toy, the micro 
cord. Throughout, verbal backup comes 
from the ever-reliable Ving Rhames, who 
was also featured in the films. 

Surma feels like a legitimate exten¬ 
sion of the Impossible films. The story is 
more interesting and more cleanly told 
than Cell's, and small touches, such as 
the Limp Bizkit guitar riff from M: 1-2, 
resonate throughout. This title is a big 
step up from Atari’s slap-in-the-face dis¬ 
appointments Terminator 3: Rise of the 
Machines and Enter the Matrix. 

As for the learning curve: think of this 



game as Splinter Cell for Dummies. The 
parameters of Surma's missions are very 
forgiving, especially when it comes to 
dealing with alarms. Set off as many as 
you want, just make sure you turn them 
off in 30 seconds. It's less time consum¬ 
ing in this game to stash dead bodies, 
and you can (finally) tangle with enemies 
using your fists. In a crowded new year 
with a new Sam Fisher adventure in 
sight but not seemingly arriving soon 
enough, Atari’s clone will do just fine. 
Ethan Einhom 


Six out of Ten 
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nBfljnsIDE DRIVE 8004 


OFL* BLITZ PRO 

Dev: Midway Sports Pub: Midway Players: 1-4 Pro: Test! Origin: Chicago 


I I If you like to dunk—and really, 

I-1 what mortal doesn't?— NBA 

Inside Drive 2004 is for you. Dunk left. 
Dunk right. Drive down the lane and 
dunk. Slice up the baseline and dunk. 
Dunk with giant Yao Ming or dunk with 
midget Earl Boykins. Dunk! Dunk! 
Dunk! Yawn. 

Surely some schlub in the Drive 
think tank thought dunking equals 
excitement equals ($$$ cha-ching!) 
sales, which is why any gravity- 
deprived scrub can do a double-pump 
reverse jam in this surprisingly 
mediocre product. Drive isn’t a terrible 
basketball game or, for that matter, 
bad. But it offers nothing new to a 
genre that, thanks to EA Sports and 
Sega, needs no further candidates. 

Or, put simply, Drive is Xbox Live- 
enabled Tab when there’s already Coke 
and Pepsi. The player controls are like 
the other games, except free-throw 
shooting is a bit more annoying. The 
physical features of the athletes are 
sharp, but not quite sharp enough to 
find realism (Can anyone explain why 
Kobe Bryant looks like Denzel 
Washington, circa The Preacher’s 



■ As with other Microsoft sports titles thus far. 
Drive's biggest asset is its integration with XSN. 


Wife ?). The arenas have screaming 
fans and bland PA announcers, but, 
well, who doesn’t? While other games 
have commentators such as the leg¬ 
endary Marv Albert, here you’ve got 
Marques "Can I Speak Six Words 
Without Dropping A Cliche?” Johnson. 

If you’re reading this review shortly 
after purchasing Drive, fret not. You’ll 
have fun, and—dig it!—there are dunks 
aplenty. But understand the reality: 

Jeff Pearlman 


Five out of Ten 


□ For years, if gridiron fanatics 
wanted straightaway arcade 
football without the strategy and simu¬ 
lation excess of Madden or Sega’s 2K 
series, they turned to Midway’s popular 
NFL Blitz series—it had just the right 
mix of button-tapping frenzy and 
adrenaline-fueled football action. But 
this year’s iteration has altered the for¬ 
mula, going with an 11 -on-11 
gameplay format and tacking on a 
franchise mode for the first time. The 
results are mixed; NFL Blitz Pro ain't a 
Super Bowl contender, but it could 
probably sneak into the playoffs as a 
wild card. 

Pro can’t make up its mind as to 
what it wants to be—fantastical fun or 
straightforward pigskin action. It 
doesn’t really succeed at being a tradi¬ 
tional, over-the-top Blitz game, what 
with its commitment to a running game 
and 10-yard first downs (as opposed to 
the classic 30-yarders), but it also can’t 
compete with Madden as a pure foot¬ 
ball simulation. The game loses points 
for confusing play-call menus, weak 
player models, and wonky A.I. that 
tends to emphasize the wrong offenses 



■ You could not rightly call any 365-day period 


and defenses at the wrong times. 

That said, Pro's franchise mode is 
fairly successful, the cheeky in-game 
commentary is amusing, and the 
unlockable content is worthwhile 
(especially the additional game modes, 
including the throwback Blitz classic). 
Pro emerges as relatively fun, if not 
very deep. The new formula succeeds 
partially, but football maniacs are 
advised to look elsewhere for a more 
satisfying gridiron experience. 

Dan DiGiacomo 


Seven out of Ten 


FREESTYLE STREET SOCCER 

Dev. Silicon Dreams Pub: Acclaim Players: 1-4 Foot: Fungus Origin: England Online: No 


ULTimflJEBEflCH, 


SOCCER 




□ Freestyle Street Soccer aspires 
to be the soccer equivalent of 
the exaggerated, hyperbolic NBA 
Street, albeit with a British accent. It 
succeeds, instead, in becoming Street 
with a British accent and no other 
redeeming qualities. Like another 
attempt at arcade-styled footy, 
Midway’s Red Card Soccer 20-03, it 
strips away all the complexity and 
structure of the game and forgets to 
replace it with anything worthwhile. 

Playing through the game’s training 
mode might fool you into thinking 
there's some depth here, especially 
during the bit where it introduces the 
different pass types, the freestyle 
combo system, and the flashy one- 
timer pass-shot combinations. That 
illusion lasts until you realize the CPU 
A.I. is so boneheaded, especially in the 
defense and goalie department, that 
you can win a match simply by rushing 
the net and shooting head-on. 

You’ll beat the keeper at least half 
the time, and because the pitches are 
too big for the abbreviated teams (four 
per side, including goalies), the CPU 
can’t play any kind of structured 
080IXBN 


defense. Human players, of course, 
don’t need to play structured defense; 
because penalties are nonexistent, you 
can tackle the other team’s forwards 
and swipe the ball with impunity. 

At this point, the realization that the 
game looks like crap is essentially an 
afterthought. The damage has already 
been done. This would pass as a 
minigame mode in FIFA or Winning 
Eleven, but no way is it ready to stand 

Dave Smith 


Two out of Ten 


□ DreamCatcher would have you 
believe that substandard graph¬ 
ics, annoying music, horrible control, 
and jerky execution translates, any¬ 
where on Earth or in outer space, as 
"ultimate.” Considering Ultimate 
Beach Soccer is the only beach soccer 
title for Xbox, one begins to wonder 
where the company found the nerve to 
release a game that plays as if it were 
coded by the ultimate beach personali¬ 
ty, Jeff Spiccoli. 

The players, modeled after real-life 
beach soccer professionals, sport very 
little detail and would’ve been fancy in 
the 16-bit era. Animations on the field 
and off are stiff, jerky, and simply not 
compelling. 

There are five game modes in total, 
and those wishing to alienate three of 
their friends can stagger into a four- 
player co-op mode or tournament. The 
controls are clumsy and barely respon¬ 
sive, and there’s little payoff for those 
who learn advanced moves. For a 
game claiming to hold "pick up and 
play” controllability, there is a very high 
degree of frustration involved with 
tasks such as keeping your controlled 


character in sight. Also, Soccer inexpli¬ 
cably freezes before loading each 
sequence or cut-scene, which comes 
off as cheap and unprofessional. 

Sounds are limited to seagulls, 
food-vendor chatter, low-grade hip- 
hop and commentators whose delivery 
sounds as if they don’t know English 
and were speaking their lines phoneti¬ 
cally. If soccer is your thing, stick to the 
FIFA series and avoid this title as if it 
were contagious. 

Russell Garbutt 


Three out of Ten 
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mnx pnvnE S: the fall of mnx prvre 

The metaphor was a sledgehammer used to drive home the headline °^ : ™ and 




Goofy gangster Vincent Gognitti, in 
one of Max Payne 2: The Fall of Max 
Payne’s lighthearted moments, gets 
himself stuck into a goofy and booby- 
trapped mascot’s costume. As Payne, 
players must escort this minor scum 
to safety, all the while serving up a 
light snack of death and mayhem. 
Particularly amusing are Gognitti’s 
frightened pleas served up with a 
New Yawk accent. 



■ Max Payne can leap and dive acrobatically to avoid getting hit. When he does take gunfire, he can 
recover health by swallowing painkillers. This game is so tree to life, it hurts. 


Overwrought melodrama and 

third-person-perspective gunplay 
make for an excellent mix 


□ The sun does not set on ne’er- 
do-well cop Max Payne as 
much as it slams on him. The 
perpetual rainstorm of his life is cold and 
hard like the heart of a woman plucked 
from her chest and stuck in a freezer. 

His second adventure, Max Payne 2: 

The Fall of Max Payne stands as a sort 
of love story gone horribly awry, with the 
gritty antihero falling victim to the sweet 
siren song of assassin Mona Sax and 
then plunging deep into the underbelly 
of New York’s criminal circuit. 

Overwrought melodrama and third- 
person-perspective gunplay make for an 
excellent mix, as the brooding Payne 
carves out a rough justice. As was the 
case with the first game, comic book 
style cut-scenes move the game’s plot 
forward with all the subtlety and grace 
of a chainsaw wart removal. 

Gone are the fairly ridiculous dream 
sequences wherein Payne as the biblical 
Job with a gun and bad attitude relives 
the murder of his wife by precariously 
tottering across a series of thin blood 
trails leading to either death or salvation. 
In their place are a series of fairly ridicu¬ 
lous dream sequences set in a police 
office and a hospital, with the cop 
replaying his greatest hits while the 
screen warps and blurs like a drunkard’s 
slideshow. In Payne, these scenes, 
though superfluous—they only serve to 
further hammer home the notion of the 
protagonist’s nightmarish existence- 
are at least quickly dismissed as fluff. 


The improvements here are small, 
but genuinely functional. Now, players 
can map thrown weapons such as 
grenades or Molotov cocktails to the 
Xbox controller’s Y button. This allows 
Payne to spray a room with leaden 
death and scorch it with combustibles 


without having to swap out one weapon 
for another. The game’s “bullet-time” 
feature, used to slow enemies to allow 
for dramatic, cinema-style leaps and 
dives, has been bolstered with the addi¬ 
tion of a bullet time within the bullet 
time. Simply, it’s more of the same, but 
rewards players for racking up multiple 
kills in slow-motion with extra seconds 
of time-distortion. 

As for the rest, it's adrenaline and 
testosterone served with bullet trails, 
rag-dolling bodies that bend and contort 
realistically when kissed with lead, and 
enough mood to choke William Faulkner 
in his grave. This angry man’s love story, 
at its apex, sees Sax with a sniper rifle, 
looming over Payne, defending him 
while he attempts to free himself. Here, 
it’s Payne who’s vulnerable and if love is 
to conquer all, Sax must be the one to 
see it to its logical conclusion. 

Said conclusion, sadly, comes far too 
quickly. In Payne’s terms, it’s like the last 
kiss from an angry lover before she pulls 
the pin and brings the world to boil. (Say 
maybe six to eight hours in real time.) 
Greg Orlando 



■ Sure it looks cool, but you wouldn’t believe how many times Max shot his feet off while using bullet 
time. Thank heaven for Blue Cross and a generous NY Police Department sick-leave policy. 


Nine out of Ten 
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HARRY POTTER RriD THE SORCERER’S STORE HRRRY POTTER QUIDDITCH WORLD CUP 


The mere existence of Harry 
Potter and the Sorcerer's Stone 
might baffle even the most ardent Potter 
fans. Why would Electronic Arts release 
a game based on the first Harry Potter 
film/book a year after one based on the 
second? Well, it’s simple, really—the 
next film won’t hit until June, and EA 
failed to deliver next-gen Stone games 
back when it was timely...so, why not 
shake a few extra Gold Galleons and 
Silver Knuts out of kiddies’ pockets in 
the erstwhile with a quick cash-in? 

Yep, this is basically a rehash of last 
year’s Chamber of Secrets game for 
PlayStation, with similar visuals, con¬ 
trols, and combat. That’s not 
necessarily a bad thing, though. The 
visuals here, as with those in Chamber, 
skillfully re-create the magical world of 
Hogwarts with detailed textures and 
subtle lighting. Likewise, the unobtru¬ 
sive soundtrack and excellent 
sound-alike actors provide a solid 
soundscape. The Legend ofZelda- 
derived gameplay provides the real 
draw, though. Adventure veterans won’t 
find the combat or puzzles overly tax¬ 
ing, but luckily, it's enjoyable enough to 



■ Before Poochie the rockin’ dog was the origi- 


keep you playing until the end. 

Most players will reach that ending 
fairly quickly, however. Since the source 
material relies pretty heavily on exposi¬ 
tion, deriving action-oriented gameplay 
from it isn’t easy. And EA unwisely 
decides to skip nearly all of the charac¬ 
terization and backstory here—often, 
large sections of the book are glossed 
over, so unless you’ve read it or seen 
the movie, the scant narrative here will 
quickly leave you behind. 

Shane Bettenhausen 


Six out of Ten 


□ The whole of Quidditch—J.K. 

Rowling’s odd fusion of soccer, 
basketball, and sorcery—can be sum¬ 
marized with a handful of Harry Potter 
book chapters and movie scenes. 
Electronic Arts has not only managed to 
expand the Quidditch minigame into a 
full title, but has also captured the spirit 
of the fictional sport. 

Harry Potter Quidditch World Cup 
uses Hogwarts Academy and its estab¬ 
lished teams for its tutorial: Win some 
very easy challenges teaching you how 
to use the bludger, quaffle, seeker, and 
special moves, then play some easy 
matches, and finally win the Hogwarts 
Cup. Once you enter the actual World 
Cup, complete with unique teams and 
stadiums, the game gets significantly 
harder. While you might write off 
Quidditch as fantastical child's play, the 
World Cup itself requires hardcore skill 
and mastery of all of those special 
moves, dodges, and bludger launches 
you may blithely ignore in the Hogwarts 
portion matter in World Cup matches. 
The A.I. for the World Cup teams is devi¬ 
ous at intercepting, passing, and goal 
keeping. 



phallus to greatness. And now, it’s shower time! 


It’s wholly competent, but you’ll 
notice that you can’t switch team mem¬ 
bers, and you can’t alter your player’s 
altitude. You’re automatically set to con¬ 
trol the closest player, and the game 
decides how high you fly. With some of 
the control removed from your hands, so 
goes some of the fun. 

Drink of the Cup ; it’s surprisingly 
solid, proving definitively that it’s possi¬ 
ble to take a fictional sport and bring it 
to digital life. Potent sorcery indeed. 
Thierry Nguyen 


Seven out of Ten 


SOniC HEROES 




BROKEn SWORD: THE SLEEPinG DRRGOn 


□ Sega’s ubiquitous mascot needed 
a career-saving turnaround. His 
last major console outing, Sonic 
Adventure 2, alienated fans with copious 
amounts of tedious crystal excavation, 
leisurely hovering, and all-around game¬ 
play sluggishness. Nearly every review 
(be it critical or from li’l Jimmy the con¬ 
sumer) boiled down to “Let me run!” 

Thankfully, Sonic’s handlers listened. 
In classic Sonic fashion, Sonic Heroes 
looks spectacular, with dazzling day-glo 
colors, ultrasmooth movement, and flip¬ 
py effects. Every stage explodes with 
breakneck speed, insane loops, absurd 
corkscrews, and other gravity-defying 
razmatazz. 

Heroes offers a return to classic 
Sonic form. Of course, simply running 
forward ad nauseam gets old, so that’s 
where the whole “heroes” concept 
comes in. You control a team of three 
characters: one speedster, one power¬ 
house, and an annoying, flying, chirpy 
one. A simple button press switches 
between the three, the clever level 
designs guarantee you’ll have to break a 
few walls and soar over pits in order to 
succeed, and multiple paths wind 



defeated by saying seven potent curse words. 

through each gargantuan stage. 

Heroes is a surprisingly long game, 
but doesn’t offer enough incentive for 
players to complete it with all four char¬ 
acter teams as the levels don’t change, 
and the teams are largely indistinguish¬ 
able. Aside from the difficulty levels, the 
Sonic, Dark, and Rose teams’ games 
are identical. Luckily, the Chaotix team 
offers something new—diverse (and 
goofy) missions set in the same stages 
the other teams scamper through. 
Shane Bettenhausen 


Eight out of Ten 


□ The original Broken Sword con¬ 
tained one of the finest stories 
ever told through the illiterate medium of 
videogames. Many years on from the 
series’ seminal debut, developer 
Revolution is back in the armchair, read¬ 
ing from its new opus, Broken Sword: 
The Sleeping Dragon. George and Nico 
(from Broken Swords 1 and 2) return to 
the scene for their most far-fetched 

The course of this adventure takes 
players through Africa and Europe. 
Things progress at a set rate as puzzles 
are cleared and new objectives arise. 
Yes, it’s hackneyed. Dragon is not revo¬ 
lutionary. Most players will have played 
titles similar to this. But still, Revolution’s 
game is a distinguished one; everything 
in Dragon is drawn realistically, yet the 
game’s palette effects a stylish twist— 
this is a world of moody hues. Too, the 
script—the most important feature in a 
game such as this—is particularly well 
done: Cliches rarely appear and each 
character speaks in an individual man¬ 
ner. In book form, the plot wouldn't win 
any prizes, but in the context of 
videogame stories, it is a veritable Don 



■ We secretly replaced George’s coffee machine 


Quixote in that it weaves together 
humor, drama, and romance. 

Dragon’s transition from 2D to 3D has 
been made seamlessly. The game may 
not look like part of the Sword canon at 
first glance, but the strength of its twist¬ 
ing, intriguing plot marks it as such. A 
good story told well is a rare thing, but 
for the third time. Revolution has done 
just that. Players looking for an intelligent 
adventure will find few better Xbox titles 
than this. 

Jonti Davies 


Eight out of Ten 


082IXBN 























THE Sims: BUSTirr OUT 

A so-called life worth living 


XRRTED 4* 

Smart Reviews 


Origin: Walnut Creek, CA 



Stop, Collaborate, Listen 


With each day presenting a new 

opportunity to fly or fall face 


down, Bustin’ Out never loses its luster 


Nine out of Ten 
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DEUS EX: inVISIBLE UJflR 

The ancient art of delightful gameplay 




Deus Ex: Invisible War features a 
skeletal system for its digital populace 
called "rag doll" technology, allowing 
dead or unconscious bodies to slump 
as a body theoretically could, if every 
one of its bones were shattered into 
pieces. Given that this feature is 
incredibly cool and also incredibly 
silly, critics have dubbed War the best 
body-throwing simulator ever. 




□ In a time before Grand Theft 
Auto III, Deus Ex: The 
Conspiracy offered players a 
game full of unprecedented freedom. 
Those who fancied themselves stealthy 
hacker-types could go through the game 
like a pacifist, while traditional shooter 
fans could bust through doors with guns 
blazing. Adhering to the same ambitious 
school of game design is the technologi¬ 
cally savvy sequel, Deus Ex: Invisible 
War. Set 20 years after The Collapse, a 
societal and power structure breakdown 
caused at the end of the first game, the 
first-person adventure War tells a post- 
apocalyptic tale of disparities. 

At the heart of this pseudopolitical 
maelstrom is you. You assume the per¬ 
sona of Alex D., a free agent in a 
figurative invisible war between powerful 
factions vying for control. 

If War sounds ambitious, that’s 
because it is. Not only are you given the 
opportunity to define your character 
through choices and dialogue, the game 
is also backed by one of the most 
sophisticated physics systems ever. 

As a cybernetic warrior, D’s arms, 
legs, and eyes can be upgraded to 
superhuman levels, directly affecting 
your strategies in the field. There’s a fair 
amount of customization to be had, and 
after the first few hours, it soon 
becomes clear what playing style suits 
you best. Like a super agent in The 
Matrix, taking down normal folk is a vis¬ 
ceral rush for the ego—and in many 


As an Xbox console exclusive, Deus 
Ex: Invisible War is also gorgeous 
to behold. 


in a certain part of the city with absolute¬ 
ly zero consequences. There is a pivotal 
instance where you need to choose 
between obtaining a weapon or killing a 
scientist. The game is designed so that 
one choice eliminates the other. Given 
the scenario, as well as the motivation to 
actually complete both tasks—to play 
one side against another, as it were— 
you’ll find that not only can you use the 
game’s liberal design philosophy to out¬ 
smart it, but that in doing so the illusion 
of freedom is shattered. 

Despite its lofty goals and failed 
attempts at true gameplay freedom, War 
is a fantastic adventure, simply because 
its story forces you to think, in a sci-fi 
context, about its real-life equivalents. 

As an Xbox console exclusive, the game 
is also gorgeous to behold, boasting 
dynamic lights, shadows, and interactive 
environments, making it relatively easy 
to suspend disbelief. To paraphrase the 
Architect in The Matrix Reloaded, how¬ 
ever, choice is but an illusion—and War 
is ultimately a predestined experience, 
albeit a worthwhile one. 

Che Chou 


: D. to gracefully glide 


Eight out of Ten 
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Tonv HAWK'S UnDERGROUnD 

And underperforming, perhaps? 
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Dev: Neversoft 


mu.G: Life 
Origin: Los Angeles, CA 




One of the consistent torch bearers 
for videogames’ suddenly budding 
relationship with pop culture, this 
year’s version of Tony Hawk includes 
another impressively varied sound¬ 
track, ranging from Quasimoto to 
KISS to Dan the Automaton Not 
surprisingly, some less street-credible 
sponsors have also entered the mix. 
McUnderground, anyone? 




The on-foot play mechanic and the 
expanded story mode stand as the 
game’s weakest elements 


5 watched helplessly from be 


i Rory decided to set the Guinn 


Seven out of Ten 
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Dev: Midway Pub: Midway Players: 1-4 Quarter: Up Origin: Chicago, IL Online: No 


SPVHUnTER2 

Dev: Angel Studios Pub: Midway Players: 1-2 I Spy: With My Little Eye Origin: Carlsbad, CA Online: No 


□ Midway knew how to make ’em. 

From the manic Robotron- 
meets-Running Man intensity of Smash 
TV, to Rampart's breakneck battles, to 
Gauntlet’s pre-Diablo dungeon crawl¬ 
ing, the rules were simple: Kicking your 
ass kept the quarters coming, and vic¬ 
tory always seemed only a coin away. 

With today’s save-anytime, fat 
health bar standards, this dated 
philosophy might take some getting 
reacclimated to, as getting whacked by 
a single bullet on a screen brimming 
with crossfire can be a humbling expe¬ 
rience (think of yourself as South Park’s 
Kenny, and you’ll do just fine). But for 
the nimble fingered and nostalgic, the 
unpretentious emphasis on pure game- 
play characteristic of titles such as 
Paperboy, Marble Madness, and Root 
Beer Tapper, also packs an 
undeniable charm. 

As is always the case with these 
collections, some of the “treasures” are 
suspect and will have seemed better 
back when you had to stand on a crate 
to reach the controls. Most, however, 
are legitimately entertaining even 
today. The grainy PlayStation-quality 



developer interviews, trivia, and gal¬ 
leries culled from old Midway 
anthologies, on the other hand, aren’t. 
High Score Live, which posts scores 
online, pits players against punks 
across the planet, is the best bonus by 
far. True, the chance to challenge 
cross-country friends to a round of 
Rampage would’ve gilded this almost- 
golden trek down memory lane, but 
who’s counting karats on a game that 
sells for a scant 20 bucks? 

Shawn Elliott 


Seven out of Ten 


□ You’re not going to find many 
people rallying behind remakes 
of arcade classics and defending them 
as examples of top-notch videogame 
creation. After all, most of the appeal of 
these classics is their simple, addictive 
gameplay. When companies “update” 
the gameplay to appeal to modern 
gamers, the result is often an awkward 
mix of old and new sensibilities. 

The 2001 console update of the 
1983 arcade car-combat game, Spy 
Hunter (named, confusingly enough, 
SpyHunter), didn’t suffer from this 
problem, thanks in no small part to the 
fact that the game’s basic tenets (drive 
and shoot) are still common gameplay 
staples. Just shift the viewpoint from 
above the car to behind it, and you’re 

SpyHunter 2 carries on that proud 
tradition by offering more of the same. 
The 3D game features mission-based 
levels, a transforming car, and a variety 
of offensive and defensive gizmos, 
many taken straight from the old 
arcade game (oil slicks, smokescreens, 
etc.). Despite a few obligatory new fea¬ 
tures such as a dull off-road oar mode 



menace anyone again. 


(ooh—the tires inflate!), Hunter 2 feels 
less like a sequel and more like an 
add-on disc. That’s not to say that the 
game isn’t any fun—it still has plenty of 
exciting (and challenging) missions and 
smooth control. The problem is, the 
more you play, the more the feeling of 
repetition sets in. You’ll also begin to 
notice smaller irritations (why is it so 
difficult to get missiles to lock on to 
your desired target?) potholing this 
high road to adventure. 

Phil Theobald 


Six out of Ten 
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Dev: Argonaut Pub: Namco 




SPRIiin: RRIHRGEDDOn 




□ If Tecmo’s stylish, quicksilver- 
shiny adventure Ninja Gaiden 
stands as the Brad Pitt of assassin 
epics, then 1-Ninja must undeniably be 
the genre’s Chris Farley or, at bare 
minimum, its Millard Fillmore. Cute but 
bloated, Ninja throws up a protagonist 
in the shrunken swordfighter Ninja, 
dropping him into a platforming adven¬ 
ture with as many personalities as a 
schizophrenics’ jamboree. 

Ninja's great strength and, simulta¬ 
neously, its Achilles’ heel rests in its 
diversity of play. The rage-filled Ninja 
takes control of a giant robot for a 
Punch Ouf-style dukearoo, mans a 
cannon to plunk boats and skyships in 
first-person brawls in three-dimension¬ 
al battles d la the lame arcade fighter 
Psychic Force, and all but does a soft- 
shoe interpretive dance with the 
Rockettes. Yet with great variation 
comes great dreck, as developer 
Argonaut simply tosses everything it 
can at the wall to see what sticks—and 
only about half does. Players will 
delight in trying to outrace a lit fuse, 
just as they will delight, in equal meas¬ 
ure, in turning off the game in abject 



frustration after being asked to maneu¬ 
ver Ninja and whatever junk he’s riding 
across a series of narrow platforms for 
the eighth time. 

Unbridled rage, piss and vinegar, 
diminutive features, and cool quips 
(“The steel is cold, yes!’’) add up to 
make Ninja a genuinely likable figure 
starring in a game that’s not as good 
as it should be, nor as bad as one 
might fear. And that may well be the 
unkindest ninja sword cut of all. 

Greg Orlando 


Six out of Ten 


□ Comic book antihero Spawn 

laughs maniacally after using his 
mystical chains to tear a foe apart, but 
inside, he’s weeping in the manner of a 
baby with skin like a delicious, flame- 
broiled Whopper™. He’s starring in the 
apocalyptic brawler Spawn: 
Armageddon, and it won’t take an 
archaeologist to discern this third-per¬ 
son adventure is a video coprolite. 

Spawn has the luck of a run-over 
Irishman. He’s been the focus of a bad 
PlayStation adventure, a terrible Super 
Nintendo beat-em-up, and a dreadful 
Dreamcast shooter. Armageddon con¬ 
tinues the trend of unrepentant 
awfulness, blending craptacular fight¬ 
ing with stinktastic platforming, and 
tossing on a bunch of badly designed 
monsters (such as a killer bulldozer or 
the cybernetic gorilla deliciously 
named Cy-Gor), all of whom apparently 
come from the sketchpad of a 7th- 
grade Slayer fan. 

Expect such high intensity comic 
book moments such as the time where 
Spawn throws down with a series of 
Flying Imps and Berserkers and a gray 
brick wall blocks the action from the 



■ Todd McFarlane’s Spawn only hurts because 


player’s view. Thrill to endless switches 
and boxes that want chopping so 
Spawn can gain access to a new area. 
Boldly go into new areas that will 
immediately be cordoned off by force 
fields until Spawn can destroy a prede¬ 
termined number of foes. Finally, 
struggle mightily against a camera that 
hates players not only in the game, but 
in life as well. On the judgment day, 
one hopes Armageddon will be resist¬ 
ant to hell’s searing flames. 

Greg Orlando 


Three out of Ten 
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Seven out of Ten 


WHIPLASH 




□ “Reap the whirlwind, Genron! 

Reap it!” chatty rabbit and part- 
time projectile Redmond howls during 
the chaotic hootenanny Whiplash. 
Redmond and chain-gang pal Spanx 
the weasel rage against the machine 
and the man who made it, smashing 
stuff, breaking things, and wrecking 
junk—amen and hallelujah. Whiplash 
drives home the message like a fist 
wrapped around a roll of quarters: The 
man sucks, and whatever power this 
tin-pot dictator wields must be 
brought crashing down around him. 

Evil conglomerate Genron pushes 
the Fattress, a mattress for porkers, 
and shoots hamsters out of a cannon. 
At first, Spanx and Redmond are 
called upon to free the animal inmates 
in Genron’s asylum, but as Whiplash 
progresses, the platformer becomes 
more and more like an alcoholic’s 
delirium tremens, its cavernous rooms 
holding huge air vents, giant funny 
animal-eating chasms, and machinery 
with no discernable purpose. 

Weird and wonderful, Whiplash 
pushes rebellion to the point where it 
seems callously unconcerned that its 



middle finger sometimes is aimed 
straight at its audience. A shaky cam¬ 
era and some serious graphic glitching 
mar the violent fantasy, and the game 
unflinchingly drops players into huge 
rooms with no hint as to how they’re 
to be traversed. Worse, it gives them 
a fully functional 3D map that excels in 


being indecipherable. Bite me, 
Whiplash says, and, ultimately, it 
tastes nothing like chicken. 

Greg Orlando 


Seven out of Ten 
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Beating Counter-Strike at its own most dangerous game 



■ It doesn’t take a military genius to know that fighting without the benefit of cover is sort of like the honey¬ 
moon after marrying a high-voltage transformer. 


The game achieves excellence 
through realism, feel, and trans¬ 
parent user interface 



caused Ding and his covert operation team to 


□ Tom Clancy loves Xbox, and 
with good reason. While his 
books may never reach 
some of America’s unwashed youth, 
there are military shooters brandishing 
his name, running amok online for 
Microsoft’s big black box—and the 
kids are eating it up. Now, thanks to 
Ubisoft’s latest and greatest Rainbow 
Six, Clancy’s about to have his name 
permanently tattooed on the minds of 
Xbox Live addicts everywhere. 

Originally released on the PC under 
the subtitle Raven Shield, Tom 
Clancy’s Rainbow Six 3 for Xbox is an 
original, built-from-the-ground-up tac¬ 
tical shooter living and dying by 
Microsoft's mandate that all great 
games are played together. And in the 
spirit of that togetherness, Six 3 suc¬ 
ceeds by being the best online shooter 
in 2003. 

Like other Rainbow Six titles, this 
game is an orgy of gadget and military 
worship without much of a story. As 
you’d expect, plot and characterization 
take a back seat to the real task at 
hand: perforating terrorists with the 
best firearms money can buy. And in 
Six 3, cash flow is never problematic. 

The game achieves excellence 
through realism, feel, and transparent 
user interface. By using the Splinter 
Cell graphics engine, Ubisoft’s 
Montreal team was able to create 14 
convincing hotspots. Though it’s easy 
enough to spot graphical seams, 
everything looks effortless and natural. 
Night sorties and areas with low light 
exude endless ambience and wild, 
elongated shadows serve as both 
visual frosting and strategic warnings 
of enemies to come. And then there 
are the weapons themselves, which 
look arguably better than those in any 
first-person shooter to date. 

But visual cues take you only 
halfway there. What elevates Six 3 to 
Halo-e sque quality is the way the 
game feels and controls—particularly 
the tactile controller feedback you get 
by pulling the trigger. The nasty kick of 
a burst from an AK-47 is easily distin¬ 
guished from the short stutter of an 
MP5 submachine gun. Combine the 
intangible feel of the firearms with per¬ 
fect first-person shooter controls and it 
simply feels good to pop off your guns. 

Don’t expect nonplayer characters 
to take the punishment without putting 
up a fight, however. Friendly A.I. have 


the professional sense to always use 
environments for cover, as well as the 
acuity to constantly watch your six. 
Once you’ve mastered control of your 
squad, the game even takes on 
shades of real-time strategy, except 
this time you’re duking it out from the 
vantage point of a grunt. 

While the single-player action is 
enough to occupy any tactical diehard 
for days, it’s Six 3’s Xbox Live support 
that will keep you coming back for 
more. Lots and lots more. Team death- 
match is, as you’d expect, intense and 
competitive, but occasionally lacks 


weapons balance. But it is incredibly 
addictive, and a defining online experi¬ 
ence not to be missed. 

With Counter-Strike as its only real 
competition on Xbox for the time 
being, Six 3 stands virtually alone in its 
comprehensive detail and polish. You 
can forget about ever going back to 
Tom Clancy's Ghost Recon. This game 
is definitely where the shooting is. 

Che Chou 


Nine out of Ten 


0881 XBN 









XRRTED +1+ 

- - ♦ 


Smcrt Reviews 


















XRRTED 


mflximumcHfisi o 


R:RflCinGEVOLUTIOn 


□ There can be no denying Genki’s 
Maximum Chase does not want 
for motorcoach-based chases. At no 
time is the player, in some slick chariot, 
not being pursued by cars, trucks, 
armored vehicles, helicopters, what- 

What the game lacks, noticeably so, 
is an acceptable amount of maximosity. 
Gameplay comes tightly regimented, 
with players alternately driving their cars 
in an attempt to destroy their foes while 
reaching a predetermined safety zone 
and then relinquishing control of the 
wheel in order to shoot enemies. With 
play doled out so rigidly, the chases 
don’t feel quite real or very dangerous at 
all. Instead, there’s a sense that this is all 
some poorly done action film following a 
half-assed script. 

serves as Chase’s playground. Each 
player-controlled vehicle handles more 
or less the same, but the scenery whips 
by in a blur and Genki does a wonderful 
job of imparting a manic sense of speed 
to the proceedings. If the enemy cars 
are all-too-easily guided into concrete 
dividers or explosive barrels (which, 



■ Cars and maximosity are combined to create 
the most furious game since Furious Karting. 


oddly enough, are left lying around 
everywhere), at least things move briskly. 

An excellent series of replays fusing 
together a series of wild cuts and pans, 
and shown when a stage has been com¬ 
pleted, serves to show players the type 
of freewheeling, far-flung, and over-the- 
top driving game Chase could have 
been. It’s not a good sign when a 
game’s replay mode outdoes its interac¬ 
tive sequences, and the maximum this 
Chase will net is a five of 10. 

Greg Orlando 


Five out of Ten 


□ Serving as a misshapen foil to 
the excellent Project Gotham 
Racing 2 is R: Racing Evolution, 
Namco’s latest entry into its revered 
Ridge Racer series. Now, as Evolution 
peels out onto Xbox, it seems Namco 
has lost all sense of its roots. To put it 
bluntly, this is a racing game with a 
major identity crisis. 

The developer’s first mistake was 
to take on Gran Turismo in the simula¬ 
tion arena. Unless you’re going to 
have the cojones to innovate the 
genre or the resources to out-blanket 
Turismo’s gargantuan roster of real-life 
autos, there’s little point in challenging 
the king. 

Featuring a handful of familiar cars, 
in a handful of familiar real-life cours¬ 
es, Evolution combines realistic racing 
techniques with arcade-like physics 
for an experience that’s colorless and 
frustratingly compromised. You can’t 
powerslide for fear you'll spin out of 
control or lose too much speed. It’s 
also pointless to learn each car’s han¬ 
dling quirks because the gameplay 
simply isn’t deep enough to allow you 
to exploit terrain, suspension, or any 



manner of auto tuning. 

Combine this undistinguished feel 
with the game’s pedestrian graphics 
and lack of Xbox Live or system-link 
support and you have one of the most 
disappointing big franchise games in 
recent memory. There’s a nifty story at 
work in the single-player game, 
complete with slick rendered cut- 
scenes to accompany your journey in 
the “racing life,” but it does little to 
elevate Evolution above mediocrity. 
Che Chou 


Five out of Ten 
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CRRVE 


Ski: Ball Origin: England Online: Ye 


□ Ftazorworks has ponied up its 
second installment to the Ford 
Racing franchise, complete with a fleet 
of fine American-engineered cars to pilot 
over the river and through the woods to 
grandmother’s house. And grandma’s 
house is likely where this racer will stay, 
alongside your copy of Lee Carvallo’s 
Putting Challenge. Ford Racing 2 is 
heartily mediocre. 

With a choice of more than 30 cars, 
trucks, and concept vehicles, Racing's 
stable is far from barren, but with a sin¬ 
gle manufacturer supplying all the stock, 
you are bound to run into some runts. 

As anyone with a Calvin urinating on a 
Chevy logo bumper sticker can attest to, 
Ford’s performance heritage does not 
extend to such cars as the Crown 
Victoria. Despite shortcomings in the 
vehicle department, you can still fanta¬ 
size with Ford’s version of the exotic (the 
GTO), a Focus Rally car, and even the 
newest iteration of the Mustang. 

Tracks are infused with a degree of 
sideline activity and ambient noise, 
apparently to keep you entertained when 
you cruise by at nothing more than a 
casual gait. While the framerates are 
090IXBN 



■ Fun Fact: “Butter up a reviewer's butt” is a 
pretty gross image. We apologize wholeheartedly. 


smoother than a baby’s bottom, the 
speed doesn’t give you that sense of 
impending sickness that one may feel at 
120-plus mph. 

Xbox Live support is present with 
scoreboard rankings, but it is doubtless 
that an added online multiplayer mode 
could have salvaged good intentions 
and prolonged development. Racing is a 
competent racer with shine; unfortunate¬ 
ly the shine melts away faster than 
butter up a reviewer’s butt. 

Dave Ziganay 


Five out of Ten 


□ When it comes to jet ski racing 
on Xbox, pickings are slim, and 
this fact alone makes Carve stand out. 
Couple this with the game’s sharp tech¬ 
nical production and clean visuals, and 
those in the market for a water-based 
racer essentially have their decision 
made for them. 

Truthfully it’s hard to find fault with 
Carve. It looks great, runs smoothly 
and is certainly polished. The closest 
thing to an issue is the trick system— 
it’s restrictive compared to what one 
would expect from one of these SSX- 
esque games. The sad reality is that 
there are very few tricks, and those that 
exist require very precise inputs. As a 
result, players aren’t rewarded for jam¬ 
ming on buttons freestyle, as they’d 
expect to be. But the trick system, 
spartan as it is, is worked into the 
gameplay quite well, and functions 
solidly within the context of the game. 

It’s simple: Players do a trick, and 
they’re rewarded with an immediate 
boost in velocity. A boost gauge will 
also accumulate, so if they do enough 
tricks, they can activate a longer-lasting 
boost. When used in the right places, 



this can turn the tide of a race. When 
used incorrectly, it serves as a slapstick 
physics demo, as players will crash 
willy-nilly into every obstacle in their • 
path. 

Carve also boasts Xbox Live support 
for up to eight players. While the execu¬ 
tion is nowhere near as ambitious as 
something like Project Gotham Racing 
2, it’s serviceable enough for those who 
prefer bikinis to asphalt. It’s also a 
budget title, and cheap equals good. 
Miguel Lopez 


Seven out of Ten 
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□ Someone cast a spell of 

Dwindling Intelligence on the 
makers of Magic the Gathering: 
Battlegrounds. How else could anyone 
explain the decision to take a beloved 
turn-based, strategy-laden card game 
and turn it into a twitchy, real-time, 
arcade-style mess with approximately 
100 percent less tactics? 

Battlegrounds presents themed are¬ 
nas, split down the middle. Battles are 
frantic affairs; opposing wizards must 
run around their half collecting mana 
crystals and shards in order to power 
their spells. Real-time combat means 
players have to juggle their 10-or- 
fewer-card decks while simultaneously 
casting spells, collecting mana, striking 
at enemy monsters, or shielding 
against hits. There’s little, if any, room 
for thought. Speed replaces skill as the 
operative factor here, and players are 
oftentimes outgunned. With the proper 
amount of mana, A.I. foes hurl spell 
after spell without the slightest pause. 

A horrid single-player quest mode 
offers frustrating, ill-designed 
scenarios. As with ail the scenarios in 
this mode, Battlegrounds offers one 



(and only one) solution to a given 
problem. What’s required of players is 
to find the right pattern and number of 
creatures and enchantments to cast. 
One mistake or a pause of a few sec¬ 
onds ensures an ignominious defeat. 

Online play makes the bad medicine 
go down, but it doesn’t do anything to 
alter the fact that this magic eschews 
creativity and instead embraces the 
gunslinger’s ethic of he-who-draws- 
fastest has the best chance of winning. 
Greg Orlando 


Four out of Ten 
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er Players: 1 Dead Gc 


□ You know Elder Scrolls III: 

Morrowindl Gigantic game 
world? Hundreds of hours of RPG 
gameplay? Right, that one. Think of 
Arx Fatalis as a sort of anti -Morrowind: 
It’s a similar game, but one that tries to 
rein in some of the more gregarious 
faults of Bethesda’s epic. 

Borrowing freely from old PC Chest¬ 
nut Ultima Underworld, Arx Fatalis is a 
first-person game that doesn’t treat 
you very kindly; You start out naked, in 
a jail cell, devoid of all memory except 
for a desire to see the sun again. The 
entire game is underground, filled with 
trolls and other creatures, and it’s not 
very conducive to exploration in the 
buff. To survive, you’ll need to think 
intelligently about character building— 
instead of Morrowind ’s classes, you 
devote points to a variety of skills, 
gradually building your hero to be 
whomever you want him to be. 

For such an unhyped RPG, Fatalis 
does a lot of things right. The game’s 
dank caverns are rendered in perva¬ 
sive detail, and the story’s much more 
engrossing than you’d expect for a 
simple dungeon hack. The main prob¬ 



lem is that the game’s an unduly harsh 
taskmistress: The inventory control is 
needlessly fiddly, casting spells is 
awkward and ultimately more trouble 
than it’s worth, and because of the 
vastness of the game world, it’s 
extremely easy to miss a hint and 
completely lose track of the plotline. 
As with Morrowind, though, Fatalis' 
innate quality stands above all the 
glaring issues, and it’s hard to stop 
playing once you take up the quest. 
Kevin Gifford 


Seven out of Ten 


ELDER SCROLLS III: mORROUinO GflFlE OF THE YEAR SPHINX RVJD J^E CURSED PJUP1P1V 


jv: Bethesda Softworks F 


ib: Bethesda Softworks PI: 


□ Elder Scrolls III: Morrowind 
delivered the goods last year, 
proving to be not just the Xbox’s top 
RPG (until Star Wars: Knights of the 
Old Republic came along), but one of 
2002’s best games, period. How do 
you top that? Pack nearly 100 addi¬ 
tional hours of gameplay onto a DVD, 
making the Game of the Year experi¬ 
ence that much more fulfilling. 

What you’re getting this time around 
is a pair of PC expansion packs— 
Tribunal and Bloodmoon, which 
provide plenty of new terrain to 
explore, along with some new game¬ 
play elements that spice things up. 
Tribunal offers the ability to hire merce¬ 
naries to watch your back as you scour 
the countryside, and Bloodmoon ups 
the ante by allowing you to become a 
werewolf (much like you could stalk the 
night as a vampire in the original 
game). These new options are perfect 
for the hardened Morrowind veteran, 
adding just the right amount of innova¬ 
tion to an already solid RPG, and 
fortunately, this edition is compatible 





le other cool enhance- 


improvement over 
the old-school Morrowind —a life 
counter that pops up over enemies’ 
heads during combat, some new arm' 
and weaponry, and slightly better 
graphics and bug fixes. Here’s the bo 
tom line: If you liked Morrowind, this i 
more of the same, and you’ll love it. II 
you haven’t played it, this version is 

you’re willing to give up a couple hun 
dred hours of your life. 

Dan DiGiacomo 

Eight out of Ten 


□ One of the saddest things to wit¬ 
ness in gaming is a great idea 
held back by formulaic mediocrity. 
Sphinx and the Cursed Mummy is the 
love child of two disparate factions, one 
of which was imaginative and tried to 
produce a fine game, and the other 
group that deferred to the marketing 
shills in the matter of what makes a 


jumps, he swings swords, rights wrongs, 
and what have you. He starts out com¬ 
peting with Horus for the Blade of Osiris, 
and then after some accidental telepor¬ 
tation, gets mixed up with the evil Set’s 
latest scheme. Sphinx’s portions of tl 


game are traditional run, jump,: 


id fight 


that the game ge 
being turned frc 



segments. Puzzles are lighter here, as 
Sphinx is more focused on the jumping 
and the sword-swinging. Along with 
Sphinx’s pedestrian gameplay are prob¬ 
lems such as an inability to lock on to 
targets and the tendency for the camera 
to get stuck in the silliest of places. 

3 n you play as Tutankhamen 
s a lot better. After 
a bumbling prince into 


a nigh-indestructible mummy, you m 
subject Tut to such humiliations as burn¬ 
ing, electrocution, and having essential 
body parts sliced in order to get through 
his puzzles. The lack of combat (or even 
a healthbar) translates into interesting, 
varied, and creative platform puzzles. 

Elementary use of math reveals that a 
mediocre Sphinx game combined with 
an excellent Cursed Mummy game 
averages out to an very solid and 
enjoyable Sphinx/Mummy hybrid. 
Thierry Nguyen 

Seven out of Ten 
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LEGACY OF Kmri: DEFIflnCE 

Sic semper sucker? 




The twisty story is compelling enough 
to pull you through the game like a 

rabbit tied to a rush-hour train 


jumping, and there are times when 
objects obscure your view during fights. 
The series’ challenging puzzles have 
also been changed so the toughest part 
is figuring out where to go within a suc¬ 
cession of similar-looking environments. 
And while the combat is at least 10 
times more fun than it was before (espe¬ 
cially when you wade into large groups 
of foes), there aren’t nearly enough dif¬ 
ferent enemy types in the game. 

Even though Defiance holds a few 
key flaws, not all is black. The twisty 
story is compelling enough to pull you 
through the game like a rabbit tied to a 
rush-hour train, and there are a handful 
of key points—such as when Raziel and 
Kain finally meet, when villain Moebius 
runs afoul of the toothy twosome, and 
several boss fights—that are fantastic 
set pieces. Better still, the game finally 
wraps up the series’ numerous plotlines, 
and in a satisfying way at that. As with 
any long journey, you’ll have been both 
thrilled and frustrated by the end of 
Defiance, but you’ll find this ride worth 
its price of admission. 

Joe Fielder 


Seven out of Ten 

















RRPIED RflD DRRGEROUS 

Armed with a sense of humor and dangerously fun 


XRRTED 

Smart Rsvieuus 





Armed and Dangerous takes at least 
two potshots at George Lucas’ Star 
Wars. The rebel Lionhearts reenact 
the tauntaun scene from Empire 
Strikes Back (culminating with some¬ 
one stuck in something’s ass) and 
parody the Jedi mind trick where the 
suggestion, “You're French!” sends 
enemy soldiers fleeing in a panic. 




Embarking on the game’s destruction 
train gives players access to dandy 
weapons such as the shark gun. 


■ Ah, the Vindaloo Rockets. They provide a spicy alternative to your average 


Eight out of Ten 
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CnBELfl'S DflnCEROUS Hums 


CRRPlEn SRDDIEGO: THE SECRET OFTHE STOLEfl DRURIS 


□ Cabela’s Dangerous Hunts stands 
as the logical evolution of the 
deer-hunting sims clogging the shelves 
of Wal-Mart. It’s more extreme; the deer 
aren’t sitting there licking rocks all day 
anymore. In fact, there are no deer at all. 
They’ve been replaced by predators 
such as wolves and grizzly bears—both 
of which would land you in jail if you 
hunted them in real life—and you must 
bag these beasts in the game’s 

Since the animals run right up and 
attack you, Hunts is less staid deer¬ 
hunting strategy and more balls-out 
blast-a-thon. Or, at least, it should have 
been. Instead, the game tries to be both 
arcade shooter and hunting sim at once, 
with mostly disastrous results. 

As with Activision’s Deer Hunt series, 
you have a startling array of guns at 
your disposal, and picking off targets 
from long range is possible with prac¬ 
tice. At close quarters, though, things 
get frustrating. For some reason, the 
game shifts to a “predator’s-eye" view 
just before something attacks your 
hunter, all but guaranteeing that he’ll be 
disoriented and bleeding like a hemo¬ 



philiac once he's spotted. Weapons at 
close range are worthless, too, as the 
hunting knife is far too slow to be an 
effective melee weapon. 

Hunts may not look like steamed 
crap—its forest vistas are scarily well- 
detailed, even by full-price game 
standards—but its lack of focus makes 
the game unpalatable to both hunting 
fans and Xbox shooter nuts. You'd have 
to be very sick of Halo and Counter- 
Strike to even consider this one. 

Kevin Gifford 


Three out of Ten 


□ If it weren’t for the original 
Carmen Sandiego games, 
nobody would know what Nepal’s flag 
looks like. If it weren’t for the '90s PBS 
game show, nobody would know what 
a cappella sounds like. If this game 
didn’t exist, on the other hand, then the 
Xbox would simply have one less 
cookie-cutter platformer. 

It’s not that Carmen Sandiego: The 
Secret of the Stolen Drums is a fail¬ 
ure—it just aims low in the first place. 
The original’s educational trappings are 
mostly gone, replaced by a kid who 
looks like he’s from Captain Planet 
smashing small crates, hopping onto 
larger crates, and bopping fearsome 
monsters with a standard-issue plat¬ 
form-hero stick. A bit of stealth action 
is involved at times, but otherwise it’s 
jump, bash, and collect random floaty 
things until the credits run. 

The game is remarkable, really, in its 
harmlessness. Nothing’s been show- 
stoppingly bungled in the execution, 
save for a camera that gets stuck 
behind walls and bothers you endless¬ 
ly. The challenge isn’t even particularly 
frustrating—even if you die, the only 




penalty is being placed a few yards 
away from your point of death. 

Still, consider for a moment: This 
last Christmas brought a torrent of 
original platformers— Prince of Persia, 
Beyond Good & Evil, Metal Arms: 
Glitch in the System, and even 
Whiplash—to Xbox. Before you even 
consider Drums, ask yourself this: 
Have you really run out of better titles 
to play? And if so, shouldn’t you be 
going out more anyway? 

Kevin Gifford 


Five out of Ten 




Tom nnD JERRV: LJRR OF THE WHISKERS 


mTV’S CELEBRITY DERTHPIRTCH 


□ Diehard Tom and Jerry purists 
who somehow missed Tom and 
Jerry: War of the Whiskers on 
PlayStation 2 can breathe a sigh of 
relief—your favorite cat-and-mouse duo 
has finally landed on Xbox. The other 
99.7 percent of the pojoulation will be 
best served by simply overlooking this 
subpar cartoon smash-em-up. 

The subject matter won't entice many 
modern gamers. Even if you do cherish 
those fond memories of sadistic 
feline/murine violence from your youth, 
odds are you won't recognize half of the 
characters or locations here. (The scrap¬ 
ing of Tom and Jerry’s barrel of source 
material may be best illustrated by a 
face-off between Duckling and Robot 
Cat.) With only nine characters in the 
game, these were the best available? 

Whiskers’ developer VIS 
Entertainment took its gameplay inspira¬ 
tion from a good source—Capcom’s 
classic Dreamcast brawler Power Stone. 
But as Atari’s misguided Xbox effort 
Loons: Fight for Fame proved, putting 
four cartoon characters in a room full of 
chairs doesn’t guarantee results. Here, 
the problem is one of balance. There’s 



Scratchy, as well as for Bush and Cheney. 


very little incentive to pick up objects or 
experiment with combos, because every 
character’s three-punch combo works 
so well. You can easily use this simple 
maneuver to beat every foe in the game. 

Beyond the lame characters and 
infantile gameplay, Whiskers' trappings 
aren’t half bad. The peppy ragtime 
soundtrack is actually quite entertaining, 
but, then again, you can get cartoons 
with silly music for free on television. In 
fact, do that instead. 

Shane Bettenhausen 


Three out of Ten 


□ MTV’s Celebrity Deathmatch is 
the Howard the Duck of 
videogames, with the actual game 
disc, one supposes, coming steaming 
hot from Howard’s nether regions. 

Simply put, if you’re looking for a 
deep fighting game with intricate 
moves and gameplay, this ain’t it. 
Deathmatch's sole draw is the chance 
to whack away at a dozen or so sec¬ 
ond-rate celebrities such as Anna 
Nicole Smith, Tommy Lee, and Mr. T, 
and its charm wears off in less time 
than it takes to read this review. The 
gameplay consists of simple, repetitive 
button mashing that halfheartedly apes 
the animated show’s over-the-top 
combat, bolstered by subpar graphics 
and lame humor. Perhaps the only 
complement to the visuals is the grad¬ 
ual damage the player models accrue 
as they hammer upon one another— 
beating the members of N*Sync to a 
bloody pulp does have its merits. 

Deathmatch’s single-player season 
mode consists of six episodes featur¬ 
ing three matches each, and 
completing subsequent episodes 
unlocks new characters and arenas. 



This is unfortunate on two levels. One, 
it’s possible to speed through all six 
episodes in about an hour. Two, the 
unlockable characters aren’t new 
celebrities, but rather, a Halloween- 
themed assortment featuring 
Frankenstein’s monster, the Mummy, 
and company. There’s no rhyme or rea¬ 
son to pitting Shannen Doherty against 
the Wolfman, but then, there’s really no 
reason to purchase this stinker of a 
fighting game. 

Dan DiGiacomo 


Two out of Ten 
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PRince OF PERSIA: THE SRnOS OF TIPIE §££ 

A prince among peasants 





The Prince's dagger is the single most 
important device in the game. Aside 
from being able to reverse time and 
correct a fatal jump, it also possesses 
cool combat powers, allowing it to 
freeze enemies temporarily to even 
your odds in a fight, or use its bullet 
time feature to slow down time during 





As such, Sands is brimming 
with heart-stopping moments 

where you’ve got to take big gambles 


plaguing many 3D platformers. 

The game’s stylized realism also 
extends to its combat system. Always 
outnumbered, you need to constantly 
prioritize which foe to attack first, and 
which to defend against. Methods of 
dispatching these demons can be as 
stylish or repetitious as you choose; 
whether it’s bouncing off of walls to 
dive headlong into enemies or knocking 
them into the air in slow motion, and 
returning to finish the task seconds 
later. The one strike against the game is 
that there’s an unfortunate lack of 
enemy variety, which, at times, makes 
combat wearisome. 

Despite this shortcoming, Time 
stands as an incredible accomplish¬ 
ment in game design; a perfect union of 
storytelling, gameplay, and technologi¬ 
cal wonder. This isn’t just one of the 
best games in the Xbox library, it’s one 
of the best adventure games ever 
made, on any system. It sucks you in 
wholeheartedly and doesn’t let go until 
the last grains of sand have run down 
its magical hourglass. 

Che Chou 


challenge here isn’t wrestling with the 
abstraction of an analog stick in 3D 
space, but rather, nailing a series of 
huge, risky moves with perfect timing 
and grace. To a limited extent, you can 
reverse your last mistake, making moot 
the drag of trial-and-error gameplay 


The original Prince of Persia 
titles were a testament to cre¬ 
ator Jordan Mechner's genius, 
years after the first game, 
Mechner (along with a very talented 
Ubisoft development team) is back with 
the latest chapter in the Persia saga, 
and the result is nothing short of a 
videogame masterpiece. 

Prince of Persia: The Sands of Time 
is at once visually stylish and techno¬ 
logically accomplished. The exotic and 
dusty look of the castle and its sur¬ 
roundings take on a fairytale 
appearance, thanks to generous help¬ 
ings of haze, saturated lighting, and 
swirling particle effects. But the levels 
are more than impressive architectural 
feats; they serve as a massive, mind- 
bending playground, rife with puzzles 
and platforming challenges. 

Thankfully, getting from here to there 
never feels like a chore—even when 
you’ve got to use more brains than 
brawn. Action puzzles that may appear 
initially daunting always follow a logical 
progression, and the level designers are 
careful to never betray the player with 
arbitrary leaps of logic. As such, Time is 
brimming with heart-stopping moments 
where you've got to take big gambles, 
like running alongside a wall to catapult 
for a bar which enables you to swing 
over a bottomless chasm. 

Pulling off these seemingly complex 
acrobatics is a breeze, due to the 
game’s intuitive controls and feel. The 


0961 XBN 


Ten out of Ten 
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BEVOnD GOOD $ EVIL 

Beyond Excellent 




There is no escape from The Watchtower. 


Players are made to feel as if they’re 
interacting with real characters in 
a dynamic world 



The Mammago garage in Beyond 
Good S Evil is a one-stop shop for ail 
Jade’s hovercraft and spaceship 
needs. Mammago is run by a family of 
Rastafarian rhinoceros, including the 
seldom, if ever, seen Mama. When 
you have to go, frankly, it's gotta be 
Mammago. But watch out. They don’t 
take Visa. Only pearls. 


□ This time, the revolution will 
indeed be televised. With the 
planet Hillys under constant 
assault, heroine Jade and her comrade 
Pey'j the pig-man find themselves 
immersed in a grand conspiracy. Hillys’ 
defenders are anything but, and with her 
camera Jade attempts to bring the truth 
to the masses. 

Beyond Good & Evil offers a remark¬ 
able story; a compelling cast of 
characters who, despite their oftentimes 
cartoonish appearance, emerge as fully 
developed humans; and a third-person 
adventure that leaps and soars. Over the 
course of eight or so hours, the game 
takes players through a series of enemy- 
held installations and it’s Jade’s job to 
document the horrors within. Simple 
puzzles require her to avoid the steely- 
eyed gaze of the enemy guards, or to 
creep up behind them and kick them 
where it hurts—the gas tank most of 
them carry on their backs. It’s possible 
to brawl past enemies, but oftentimes 
more rewarding in terms of feelings of 
accomplishment to use the environ¬ 
ments creatively—say, crouching in fog 
or using a series of moving crates to 
shield our heroine from sight—to avoid 
detection. Varied minigames allow her to 
pilot a hovercraft and spaceship, play a 
disc-based challenge, and earn cash by 
photographing Hillys’ animal population. 
Each is well done and adds greatly to 
the overall experience. 

All the while, the developers never fail 


to throw in simple, human moments 
such as when Jade sits on top of a cliff 
practicing meditation with one of the 
children under her care. Later, she jok¬ 
ingly tells Pey’j to stop mentioning that 
he was almost turned into smoked pork 
because it’s making her hungry. As the 


truth surfaces, players will note the 
game’s once indifferent bit players leav¬ 
ing their taxis and garages to stand out 
on the streets, openly raging against the 
machine. Players are made to feel as if 
they’re interacting with real characters in 

The game loses steam at its conclu¬ 
sion, as Jade’s true origin receives but a 
glossing over, making the player wonder 
exactly what is going on with the photo¬ 
journalist turned world savior. Worse still, 
its end bosses come straight out of the 
box. Ubisoft alternately phones in a 
cheap, Panzer Dragoon Orta-style 
shootout with players attacking a series 
of weak spots on a seemingly never- 
exploding spaceship, and then 
introduces a final villain who takes multi¬ 
ple forms, clones Jade’s compatriots 
and sics evil versions of them on her, 
and finally requires rote pattern memo¬ 
rization to defeat. After such a set of 
brilliant adventures, Evil can only throw 
up a halfhearted resolution and, as an 
afterthought, an ominous warning that 
happily ever after simply doesn’t exist. 
Greg Orlando 



boor. Not to be confused with a Boer. 


e. Oddly enough, i 


Nine out of Ten 
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ROBin HOOD: DEFEFIDER OF THE CROUn 


STAR LURRS JEDI HiliGHT: JEDI RCflDEPIV 

Dev: Raven Software Pub: LucasArts Players: 1-8 Jedi: Blight? Origin: Madison, Wl Online: Yes 


□ They (the Bad People) love to 
take fine old 2D games only to 
muck with their magic by adding a 
third dimension. The classic PC and 
Nintendo Entertainment System game 
Robin Hood: Defender of the Crown is 
an object lesson in why they should 
leave well enough alone. 

Translating gameplay from the sec¬ 
ond dimension to the third takes effort 
and thought. The series of minigames 
found here, once fun on the Amiga or 
wherever you first encountered them, 
were okay at the time. But just taking 
the same mechanics and putting them 
into 3D doesn't really work, because 
the added dimension expands the pos¬ 
sibilities and, with it, the expectations. 
Moving forward on a horse in a joust¬ 
ing match isn’t as exciting now as it 
was when people expected only left- 
to-right movement. One-on-one duels 
in a castle are boring after you’ve 
played Dynasty Warriors. And sniping 
from a treetop position—the main addi¬ 
tion to the gameplay here—is still 
nothing that hasn’t been done better in 
countless first-person shooters. 

More glaring than the minigames’ 



poor quality is their length, as each one 
takes several minutes to complete, and 
repeats ad nauseum. They’d have been 
much more tolerable had they been 
used as spice instead of dressing for 
the tactical game this wants to be. Not 
that the strategy elements are very 
good either—they’re actually very 
unbalanced—but hey, the Xbox has a 
dearth of strategy games, and with 
some fine-tuning this could have been 
a good one. Pity. 

Nich Maragos 


Four out of Ten 


□ Adventure, excitement—a Jedi 
does crave these things. And 
now that Xbox gamers are stroking 
their laser swords at the thought of 
another Force-fueled adventure set in 
that galaxy yada, yada, yada. Sorry to 
rain bantha poodo on the party, but the 
report card is in: Star Wars Jedi 
Knight: Jedi Academy is not the cool 
school players were hoping for. 

Sure, the syllabus is nifty. Players 
enroll in Luke Skywalker’s School of 
Force-craft and Wizardry as a 
Padawan greenhorn whose assign¬ 
ments lead to full Jedi-hood—or a 
chance to letter in dark side evildoing 
in the senior year. Missions come in a 
stellar variety, too. One has players 
hopping on rocks to avoid vibration¬ 
sensing sandworms. Players get to zip 
around on speederbikes (albeit unre¬ 
sponsive ones) and tauntauns, plus 
have run-ins with characters—includ¬ 
ing Chewbacca and Boba Fett—from 
the “good” Star Wars flicks. 

But Academy isn’t so much a first- 
person shooter (although there are nifty 
rayguns) as it is a third-person 
lightsaber hack-em-up, and the laser- 



let the dogs out. Whoop! Whoop!” 


sword combat here is about as grace¬ 
ful as that tubby Star Wars kid (Google 
him for a preview). Jabbing the attack 
button sends a swordsman into a 
saber-swinging tantrum that feels 
so...random. Even when duels are 
won, there’s no sense of what was 
done right. Fortunately, the cumber- 
some-to-wield Force powers shake 
things up a bit and are especially fun in 
the online modes, which save this 
school from a flunking grade. 

Crispin Boyer 


Five out of Ten 


BL£W£UT Majescop|ayersiB]ow 


□ In the fine tradition of 

exploration-based games such 
as Super Metroid comes Blowout, the 
latest addition to Majesco’s expanding 
family of discount titles. 

The premise is cut-and-paste sci-fi: 
Interstellar cop John “Dutch" Cane is 
tapped to clean out a derelict space¬ 
ship infested by alien clone 
monster...things. The one-man army 
outnumbered by unspeakable horror 
cliche is in full effect, but Blowout’s 
dialogue and overall production value 
are sufficiently self-aware so that 
they’re oddly amusing. 

Refreshingly, the action takes place 
on a 2D plane: Dutch runs to his left 
and his right, navigating through the 
ship’s 10 massive levels. Normally, this 
sounds like an exciting prospect, but , 
the levels are almost too big for their 
own good, with superfluous nooks and 
crannies needlessly tunneling you 
through destructible walls with 
“secrets” that are usually no more 
exciting than more shotgun ammo. 
Logical design is ignored in favor of 
cramming in as much excitement as 
possible. One fears employment on the 




THE HOBBIT b aerra ^ Hopm ^ ^ 



Honour Guard: “Can you take this 
sample down to the lab for me? 
Thanks, see you in six weeks.” The 
other annoyance is the game’s camera 
(in a 2D game, no less!). It will often be 
zoomed in too close to the action or 
off-balance to the left or right, obscur¬ 
ing the view of attacking monsters. 

There’s obviously a reason why 
Blowout costs as much as it does, but 
then again, in the history of $10 games, 
you’ve been subjected to much worse. 
Andrew Pfister 


Six out of Ten 


□ If modern platformers are repre¬ 
sented by tightly designed, 
cinematic productions such as Voodoo 
Vince, then The Hobbit is an example 
of what the genre was like a generation 
ago. It’s the sort of game where you 
must collect so much junk the story 
itself plays second fiddle; the sort 
where you realize that Bilbo Baggins’ 
dash maneuver (a sort of pole-vault 
jump) is faster than running, so you go 
through the whole game pole-vaulting 
forward like a ninny. 

Hobbit's story—taken almost verba¬ 
tim from J.R.R. Tolkien’s book—is 
hurried along through 11 levels of rock 
hopping and wolf whacking. Every 
stage has a laundry list of quests to 
complete, with more made available by 
talking to people you encounter along 
the way. Although your tasks are varied 
(ranging from collecting firewood to 
sneaking around a troll encampment), 
they all boil down to the same platform 
silliness—collect five of this, 17 of that, 
pull a switch or two, and everything just 
sort of works out. 

It’s not that this action is executed 
poorly. At its best, Hobbit is a solid 



little romp, with tricky puzzles and 
some truly exciting sequences (such as 
the encounter with Smaug the dragon). 
These small sparks of inspiration are 
too infrequent, however, and the 
game’s cutesy-poo Jim Henson’s 
Hobbit Babies look will turn off much of 
its potential audience before it 
becomes hooked. It took years for 
developers to make a great Lord of the 
Rings game. It may take many more for 
its prequel to get the same treatment. 
Kevin Gifford 


Five out of Ten 




















XRRTED 

Smart Reviews 4^ 


DflnCE DflnCE REVOLUTIOn ULTRflmiX 






■ Former boxer Afro Thunder found new 
work at The Great Texas Beefcake 
Depository on Route 51. 


□ There are many humans who 
feel guilty for sitting on their 
swelling asses while indulging in their 
favorite pastime: videogames. Now 
there is cause for elation among the 
bloated; Konami has brought its famed 
rhythm-based Dance Dance Revolution 
franchise to Xbox. 

Hardcore Revolution fans will be 
most excited by features debuting in 
Ultramix, primarily Xbox Live support, 
allowing players to download new songs 
and dance steps (for a fee, natch), as 
well as compete online. Beyond the edit 
mode for customizing steps and the 
calorie-tracking workout mode, there’s 
also a hearty challenge mode demand¬ 
ing players try to get perfect steps all the 
way through a song. 

Beginners and those who lack a nat¬ 
ural rhythm will be disappointed, though. 
Unlike the recently released DDRMax2 
for PlayStation 2, Ultramix lacks a lesson 
mode, which allows players to gradually 
learn key moves, or an easier beginner 
setting. There’s also brutal commentary 
pointing out players’ suckitude, and 
there are few songs with a low-difficulty 
rating—especially surprising given the 



Tmm? 


game’s 45-plus library. 

Even with the Live component, one 
could also argue that half the fun of 
Revolution games is either watching oth¬ 
ers completely spaz out or performing 
astonishing, jaw-dropping footwork— 
neither of which is palpable while 
looking at online stats. Still, there’s no 


denying Ultramix’s fun factor, especially 
when using a dance pad. So shut up 
and dance. 

Carrie Shepherd 


Eight out of Ten 


nHL RIVALS 2004 


Origin: Redmond, WA 



Six out of Ten 
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PROJECT GOTHflm RflCinG 2 

Near-perfection is the driving force here 


Dev: Bizarre Creations 

Best: Live 



and things generally tend to roll downhill. 


Playing the game through Xbox Live is 
literally like having a shared 
arcade machine in your living room. 


1 



Obsessive/Compulsive 



Project Gotham Racing 2 is a game 
obsessed with automobiles. As such, 
you'll be able to not only buy cars 
from a traditional menu-driven inter¬ 
face, but also stroll through your own 
personal garage or a massive auto 
mall brimming with sparkling new 

sive all the same. 


□ With Project Gotham Racing 
2, Bizarre Creations has done 
more than simply pit eight 
players in an online tooth-and-nail bat¬ 
tle to the finish line—although that 
element certainly exists. This is also 
the first console game to truly embrace 
the online philosophy of not just 
competition, but community. 

The extent to which Racing is inte¬ 
grated into Xbox Live begins, 
surprisingly, with its lengthy single¬ 
player game. As you work your way 
through Racing’s various career mode 
challenges, honing your skills with 
various sets of autos, your fastest lap 
times are uploaded and globally 
ranked for all to see on Xbox Live. So 
even as you burn rubber via Racing’s 
sweetly balanced hybrid of arcade and 
sim gameplay physics in solitude, you 
possess a communal awareness of 
how you fare in the big picture. What’s 
more, each entry on the rankings chart 
also comes with a ghost image of how 
that particular player pulled off such 
fast lap times, allowing you to beat the 
game in its linear fashion and to pas¬ 
sively take down other players as well. 

The Kudos point-reward system 
makes its return in Racing, but now it's 
been both tuned and integrated into 
the game’s Xbox Live connectivity. 
While driving stylishly in single-player 
mode still racks up Kudos, spending 
time online will also score you points, 
all of which accumulate into your uni¬ 


versal Kudos ranking. At a glance, you 
can pick out veteran road racers from 
neophytes online, allowing you to 
gauge your competition as well as 
build a reputation in the Racing com¬ 
munity. Playing the game through Xbox 
Live is literally like having a shared 


arcade machine in your living room. 

As with most competitive games, 
multiplayer over Xbox Live is where 
Racing really shines. Thanks to the 
wide variety of places and cars, 
battling live opponents always remains 
a fresh proposition. 

Racing stumbles in two areas. For a 
game stressing online individualism, 
you can’t customize your ride. Racing 
also has some of the most aggressive 
and infuriating A.I. drivers ever seen. 
These computer drones hug the race 
line so hard they’ll happily knock you 
into the dirt just for driving where they 
need to be. These aside aren’t deal 
breakers, but they do detract from an 
otherwise flawless experience. 

What ultimately makes Racing 
groundbreaking is Bizarre Creations’' 
understanding that taking the series 
onto the Information Superhighway 
means more than just slapdash head- 
to-head racing modes. This is the 
finest Xbox racer to date, and the first 
game to fully realize the potential of 
Xbox Live. Kudos to that. 

Che Chou 


Nine out of Ten 
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□ Unfortunately, with classic 

brands comes the cashing in of 
said brand by plastering it over every¬ 
thing in sight. Fallout was a classic PC 
RPG, and Fallout 2 was a great follow¬ 
up. With the recent cancellation of 
Fallout 3, the Fallout community feels 
that putting out Fallout: Brotherhood 
of Steel is a total smear and an exam¬ 
ple of Interplay whoring the Fallout 
name. Fallout: Brotherhood of Steel is 
not nearly that bad. 

One could easily describe Steel as 
either Baldur’s Gate: Dark Alliance 
with guns or, alternately, Hunter: The 
Fallouting. That is, you've got yourself 
a basic action-RPG replete with guns, 
knives, and mutants. You go to town 
to trade in goods, talk to NPCs, and 
take quests to either kill something or 
bring something back, which serve as 
thin excuses to go down into dun¬ 
geons to fight legions of baddies. 
Once in a while, you level up and put 
points towards skills/perks such as 
"Gun Skill,” "Desert Skill,” or “Man’s 
Best Friend.” All this is laced with 
some sophomoric humor dressed in 
Mad Max’s hand-me-down clothing. 



What makes an otherwise solid 
action RPG mediocre is the obscenely 
slow and tedious beginning. You 
spend a good few hours fighting 
mostly rats, radscorpions, and spi¬ 
ders. Sure, it’s common to start off 
with some easy enemies—but for 
three freakin’ hours!? Eventually, the 
game gets more interesting, but that’s 
like saying this flick is pretty good 
once you get past the first hour of 
nothing but bowel movements. 

Thierry Nguyen 

Five out of Ten 
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CURSE: THE EVE OF ISIS 

Dev: Wanadoo Pub: Dreamcatcher Players: 1 Walk: Like an Egyptian Origin: Englanc 


□ Few things put more fear into the 
superstitious rubes at Xbox 
Nation than the evil eye, bad juju, fear 
itself, severed horse heads and, of 
course, the straightforward Egyptian- 
style curse. Now Dreamcatcher gives 
everyone something new to fear: 
extended sessions with the third-per¬ 
son adventure Curse: The Eye of Isis. 

The graphic equivalent of a brown- 
paper bag, Isis paints its creepy world 
with gunmetal grays, deep umbers, 
and blacks. Under normal circum¬ 
stances, this would instill a sense of 
foreboding, but the artists’ heavy hand 
renders everything as one big dreary 
smear. Generic enemies display a simi¬ 
lar lack of panache; beyond being 
blearily rendered and poorly animated, 
they’re so easily evaded and defeated, 
they might as well not have been 
included in the game. 

Isis strives to be Resident Evil, but 
ends up as its less-palatable ward, 
Resident Unpleasant. Poorly tuned 
boss battles where players must target 
specific weak spots, and a lousy 
weapon firing system that insists on 
two simultaneous trigger pulls and a 


The disco inferno turned deadly and only Sir 


controller button press to target and 
shoot team up to remove the wind 
from Isis’ sails. At one point, the 
game’s female lead battles a huge 
reanimated animal corpse that’s easy 
to put down, but hard to kill because 
the game gives no visual or textual 
clues as to how it’s to be done. Here, 
players must locate a machine to oper¬ 
ate a hook to impale the monster, but 
there’s no hint the machine even func¬ 
tions. Turn a blind eye to this curse. 
Greg Orlando 


Four out of Ten 


COnFLICT: DESERT 5T0RPIII — BRCK TO BRGHDRD 


world CHnmpionsHiP pooleqo^ 



□ World Championship Pool 2004 's 
single-player experience is pass¬ 
able, but feels unpolished as graphical 
missteps, glitches, and the occasional 
game crash get in your way. However, 
when playing against human opponents 
of varying skill levels on Xbox Live, the 
game becomes surprisingly fun and 
entertaining. 

Russell Garbutt 


Five out of Ten 


SILEm SCOPE COmPlETE CROUCHinG TIGER HIDDEn DRRGOn 

Dev: KCE Pub: Konami Digital Entertainment Players : 1 -2 Rest: In Peace Origin: Japan Online: No Dev : Lightweight Pub : Ubisoft Players: 1 Paper Tiger Origin: Japan Online: No 





□ Silent Scope Complete collects 
all of Konami’s sniper epics, and 
while this set is—arguably—a “value,” 
it’s a short-lived one-trick pony that’s 
pretty much run its course; improve¬ 
ments from edition to edition are 
miniscule, at best, and to make more 
substantial changes would detract 
from its very singular thrill. 

David Chen 


Five out of Ten 



□ Crouching Tiger Hidden Dragon 
is as bad as you can get and still 
have something that runs. Anything 
resembling compelling level design or 
effective camera control was left on the 
cutting-room floor. A badly designed 
game could have the decency to look 
nice, but Dragon couldn’t be bothered 
to offer even that one courtesy. 

Dave Smith 


Two out of Ten 
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Splinter Cell 2: Exclusive first review 

If stealthiness were legal tender, Sam Fisher would 
be Donald Trump with a solid gold toilet and a few 
bucks to spare. Now behold Mr. Fisher’s highly 
anticipated return in Splinter Cell 2: Pandora 
Tomorrow. An online multiplayer stealth-action 
game? Xbox Nation’s official verdict next issue. 


Xbox Nation 2 

Your friends at Xbox Nation pay a visit to the 
infamous drawing board (what with its flatscreen 
monitor and copy of Photoshop) and return with a 
shiny new magazine. It’s 30 helpings of 
wonderfulness piled atop 40 helpings of 
loveliness, so don’t even consider missing it. 



Tub O’ Reviews 

Ninja Gaiden (no, really), Dead Man’s 
Hand, Auto Modellista, Mafia, 
Intellivision Lives, Judge Dredd: Dead 
vs. Death, MX Unleashed, Top Angler, 
Pitfall: The Lost Expedition, Falcone: 
Into the Maelstrom, Ghost Master, 
Alias, Pilot Down, and so much more. 


expect plenty of gunpla 
a hefty dose of cold-blooded an 
heroism in this Xbox Nation ex 
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Rent every new release for PS2 / Xbox, GameCube and GBA 


Go to 


www.gamefly.com/xbn 


for your free trial 
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rent smart, play harder. 




Violence 


High-impact, motion-captured combat Spy gadgets, high-tech & makeshift weaponry Intense camera work from multiple angles 


BASED ON AN ORIGINAL STORY FROM THE 
CREATORS OF THE SMASH HIT TVSERIES>>. 

She’s a stealth bombshell with spy skills. A covert agent with kung-fu moves. For Sydney Bristow 
life is the deadliest of games—one of infiltration, espionage and action. Now her mission is 
yours. Go deep into tier dangerous world and unlock the secrets behind TV’s hottest sensation. 


Watch A i 
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PlayStation, 



















